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a fir greater evil. 
Imlctons, swarms 


simultaneously. It wijf reldas? Vout tortured ou! from 1 he devil and deliver you into the 
tlieworld is Jiving under tnc reign of a cruel dragon. Villagers arc turning tc stone. Arm 
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lurk evcmdtfcrc. Evil i^spfeadife-g like a vine. And otily jfqu eio Stop it. Scattered 
indent imgic csrystik Without them, you have no hope, lou will creep mr^uch 
and Jades, md encounter traps, curses, and puzzles cm yotir quest to unearth the 


icrd?s%c kingdom am sevin 
.CXOl 


otigcoas, explore wilderness and Jades, and encounter traps, curses, and puzzles on your quest to a ecarth the 
I ysTile. Si will take coo rage.,It will take cutting. It will take your mind entirely offPiaHo iJ 
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Mifhjdl 'r.w I Ih i'k pkiLin^ , nntinue kiamaze us. ■ I is research and ^ttentan ta detail put; sccofid to n;ini\ 
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Deities & Demigods 
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92 


10 j Onslaught 


WW Qmrt 

lk\ IhviL all the Kl^ocs once. 

Do you l I: i ]v: bri.n^ hijn back for an encore? 


IJliAGOMMlk [']-r 
Knights o- tits 
TSH.' PhfeVLfiVft 
PkoFu.f-s. 


.fpfli.. 

Dux Bellorum 

Boinr 

Arthur's legend continues to unfold before 
Orion the Hunter. 


The link of an Ejc 

Sfivett Kenson 

They might look like Ti/anris, 

but don't mistake the t'sa for beasts. 


Hearth £ Sword 

lan Mttlcomson 

Deities and specially' priests fora 
Dark Ages campaign. 


Heaven’s Trump 

Jfljtffti TVr/iZJT 

timbre ui f'oir.rm lets you play 
eplgrftuk, but how can your 
PCs count nn their help? 


Wjrms of the West 

Ciiuriic Mtlrlirt 

More tiptfons for ypur^tiM of/Wpws camp%ii 


Audi/ Mtl for 


The first In a three-part series- 


|| Bazaar oF the Bizarre 

Not every J VlL rye l(" m..igicuI ilvui 
Ls useless. Some arc 'BLeysuL^S in 
Disguise. ■" Lie ?\til fita-w IFJ 


fj l Giants in the Earth 

lit.uiki, ObtTon, and Puck me ihe nwiit 
powers of "ShJBispefliefc Fairy Court." 
Can.r Ilof-'iTs 


Ifj Dungeon Mastery 

Tnud of hustling buck to town jn-;i luptrrsi- the dead 
PCs? 1 Put n Little "New Life" .into your 
reMLneetieuit. Al.yv 


I i ii: WylocT 
D-Maei- ... 
Fokum. 

Q['NGEONCR A IT . 

Sage Advice ... 

PL PO'itruAHH.. . 


The Deritlian 
Lesser Doits 
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Al>&D Forgotten Renting 
The Wyrm^kuit Thmm 
Steven li, Scheme I 
Adventure 


AD&LJ 

Council of Wynns 
till] SlJvtLi.neh 
CamijaLtfEi OptiEsri 


Lilia adiiep Ljrealh.ind h|d rli-F- c .u 
M'Oj'LiI gandbya. J-Lir below The Se.l dl hllldl 
Surs lies The W^m^iiltThmm:. tui arrifnici 
i si power bl dire itueddl recovering Hi If; 
cajnWqn iklveriltife u> 77 ? e Se& nf"Fatten 
Situs irifenefed far fhnr.ir rer? !t?vi'l ! 1 Uj 7 . 

Will yflunsL: criuitiphSht 
of stiy buned in.the depih.H? ■ 


Tt Jtlc in your swards .mi! jinnnr fora 
WhlLiJi'niP brenilh wed por ,:jhI :-:r;tlL^; at h;i>n. 
tts'lfme tflj jjSj [Lie di^ofi For lI cLi.iiij^e’ 

‘ Pi Hiss ,n icG^oryirtchic IcS h I np, 

.inti DMs .1MIII neWI ib scr np jeu 3 play in .1 
cltdl}ian:ba?iEil (.Minp.ilgjv focLnrieK rnjr.f for 
crtMurig and playing ttnigmia, new rl'i-vflcrN^ 
fypes^bilckjji'OuodaTiateria], .likI a series of 
^ventures designed iu duMenge l-yeei ihe 
mlghrlesr 
of Wynns, 
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Warm's 

Turn 


3rd Edition! 

her ti full year of hint:-., carefully couiEed Questions of LI ■>.. ■ Month in 
"Fontm/'' and biting our tongues when asked point-blank whether 
Uien_=- r tl be a 3rd Edition n f the ADVancxp Dl'vi'HuNS L fc Dm Atr-J:-. 
ynir.f, -ni hsL we can make it official. The new edition of the worlds 
most poptilar fantasy mleplaying game will be in your hot little 
hands one year fmm now. 

Tine D&rl )' tea n \ (th a l s righ t l lrey'ne finaJly La :< i ng " Ad vaneed" i iff 11 ie name! 
announced the release of 3rd I ’<1 itiun at this yearns GEhf Con : - fianiL- Fair. I'he new 
Ph\nr^ Hsttihwk premieres in August 2000 al Liu: Game Fair, hittingymir local,game 
shop at the same time J 21 September and October, respectively, you'll we the 
Dl { ft CEOS' /Vl.-re iv.r; 1 t.i i and Monster MumtstL (".Manual" lias a better ring than 

■‘'Compendium/' doesn't L' l ?) 

Among those whoVe been itching to 
talk about the now version of the classic 
rolc-playmg gameb D&L> Category 
Manager Keith Strohm. "VVbVebeen 
talking about a third cditioi i for as long 
ns I've worked on the line/' ’ll 1 says, "'but 
the expertise and support that Wizards 
of the Coast has hmughE to bear un the 
issue made die 20G0 release date ideal/ 1 
One of the reasons far Lho silent treat¬ 
ment this past year Ls that everyone 
knows how important the prefect is 
''With all the effort Wizards of the Coast 
is putting into DArD 3rd Edition/" Keith 
SiiyA, "it promises tube the biggestuvent 
ever to hk ihn rul^plaving industry. " 

AThousand Monkey 

If the theory that you can produce the 
works li I Shakespeare with sufficient 
simians li in I time is valid, then the 
D&D 3rd I d i ti c it* pi ay test bag u tforts 
should pay Lift big time. Of course, the 
design tofirii couldn't afford that many 
monkeys, so they"used gainers. 

D&Dgnnie veteran Kim Mohan 
(cd i t( jr-i r.-chief of l J/OIGG V Afilyrlj if ,r 
during Lire Cretaceous period) coordi¬ 
nated the daunting tusk of play testing 
the new rules. Not counting Lite dozens 
of in: 111 Inyees— who conduet l‘I l vtn j c 


If you're dying to 
know more about the 
3rd edition of the 
D&D Game, you're in 
the right place! 


niulcc over sucli ixKLKJH.^s initiative, mul 
ti c lass opLi o:i s a n< 1 ivhe therd wa rver 
women have beards—uver six hundred 
outside phy tested have devoted their 
gfcime groups to the task of beating the 
grem I i ns oil iof tl ila ] “Mechanics. 

The play Lesters urv as diverse as they 
are plentiful. Kirn reports that the 
pi.iy testers consist of "upwards of one 
hundred groups from around the 
world- must in the United .States, but 
others from for-flung places such ns 
Korea, Norway, and Aigentinn." 

With that many gamers, you can 
imagine the difficulty jia turning their 
opinions into coherent reports. But 
what's the point of play testing if you 
aren't planning to use the results? Over 
the pastyear, Kim says, "we've received 
and n?viejived thousands of ulaytesl 
reports. Of course wl- couldn't use ever y 
ell el advice that every play test group 
gave us. but overall the play testers hod 



n n enormous h if 11 : ence on wha t even l l j- 
ally became the final design draft.'' 

Once Ku^l ilia ted all the input, tin? 
design team found it more than useful. 
"Playtester ieodbnek was always very 
important in tire game's development/' 
says D&D gyrue designer Monte Cook 
"Wie were pleased that most of it was 
overwhelci i i n gl y pass Live. ,r 

And Ll ioy still aren't done. Unless a tat 
lady slipped into the corporate offices 
and belted out a few tunes v* ti i lo we 
vvemn t hore, it ain't over."Some 
pli retest groups are still working on the 
project and will continue to do so righl 
up until the finished manuscript goes 
into prediction/ says Kirn. "We're pre¬ 
pared to make changes to ttre material 
rigt i L up to the last in Inn to." 


The Mission 

" We were given one task: to make 
A D&D" the best game we could but to 
iii^ikc sure it stayed ADfclsays 
Monte. "With decades of experience 
with the D&D game and other naleplay- 
ing grimes, we knew rights way many of 
the tilings that needed to be done." 

Some of the rL'tlesign meant bridging 
the gap behvrHui elements of toe IsL :edi¬ 
tion and 2nd-l£dition D&D games, ij". 
essence bringing it ull together into ontr 
coherent system, 

J 'Twenty-fi vii ngo," says 
designer Jnniithan Tweet, "'Clary Gygas 
created rules with no way of knowing 
how they were going to evolve. For 
mstar.ce, hu created thief skills based on 
peroenti I l- l I it v that, flfrecj’ yen rs In ter, 
kind nothing tn dn with tfic proJ'iciency 
system. Knowing that it would have to 
hi', l t :n ih i -rent wi th ski I Is for other charac 
Lt-rs, we re-cieatedthe* skill system for 
rogues." 

"With 3rd Edition, ive looked not only 
at 2:ui but also at 1st Edition and what 
Wine before," agrees Monte, "Much of 
wlhjl we created is an evolution, but 
some of it hearkens back to what 
appealed to gam has in thee ally days, 
One goal that we always held was to cre¬ 
ate a game tha t appealed to the | vctwin | 
player but that attracted a newer audi¬ 
ence as well. Wr- wen? happily surprised 
to discover Eliat such a statement wasn't 
as oontradidoivas it sounded at firet." 


I* - ■-!- J .MBHR l-yj'j 



ConsMency was a concern. "Hie D&D 
game has grown nv er Lheyears r ad ding 
new elements as they aro*e in supple¬ 
ments or Dk/IGUiV iVJ,™:i^l articles. 

"Hue D&D game always suffered From 
a system that had been desired piece¬ 
meal, with different subsystems working 
in completely different ways," says 
Jonathan. ' J We recast the rales so that 
they were derived consistently from 
I imdamental prirtdpics." 

My PC Can Beat Up Your PC 

WI il v I her or not power gam i iig is y l i u r 
tiling lire new rules emphasize action and 
let you Lake your campaign te epic levels. 
That's not just to say that 3rd Ed i Lion char¬ 
ge Lem can beat the snt vt < jlj L of 2nd Ed i tkm 
characters—even though they can. 

1 E lie new combat rules make Lhe 
game even more action-urieri ted T 'Sage 
Advice" columnist Skip Williams is 
another member of the 3rd-Edition 
design learn and one of its most avid 
pUiy testers. "One of nor play testing ses¬ 
sions ended in a white-knuckle combat 
whose outcome was uncertain until the 
very tost die roll," Skip tells us, "When 
It was all over, the players breathed a 
sigh of relief, and one of them said it 
was the most exciting combat he r d ever 
experienced in a fantasy game." 

"From tluut moment/'say?-Skip, "I 
knew we bad a winner." 

One of the design team's concerns was 
making sure thy game worked at all lev¬ 
els. One of CEO Peter Adki son's main 
concerns was that the game give full 
support to high-level campaigns, hss 
personal favorite:. Knowing better than 
to disappoint the company president, 

Liu: design team took a long look at the 
original design. 

"If you look at origin a I D&D," say* 
kjniithan Twcetj "you see that levels past 
1 vMfci or so were glossed over. As the 
game evolved, the levels between 11 and 
20 got mom a L tendon, ku 1 1 n: > cme wen L 
back and rebooted the basic rules to 
account for Liu:- increased level renge r so 
that was one of the things we had tn du. rJ 

lfltAirtiBtote 

Yes, the ?>rLl I d i t ion JJ&D gam e i s iyii ng 
to he different from earlier editions, but 
it's still the same game. You'll still see the 


famULur alignments races, and classes— 
not Co mention soitig coot new addi¬ 
tions—and the game still focuses on 
heroic fantasy roleplaying. 

As Skip puts it r "Wo started with the 
premise that the AD&P game is popular 
because,. fundamental I y r it works." 

While the details are still top secret, 
tl iis version of D&f) offers: players far 
n't ore options in creating their characters. 
As Skip explains "The new game 
emphasises choice over restriction and 
practicality over complexity." 

OK, WIDTHS One Secret 
You've been so patient and a ttentive, 
you deserve at least a little secie:. Here's 
one wo know will please a lot of players: 
Exceptional Strength is history. 

One of the most common suggestions 
from "''Forum" reader* was to ditch the 
percentile range between Strength scores 
of LS and 19, and the design team obvi¬ 
ously agreed. 

"Exceptional Strength scores made 
sense in 1975, whan there was no such 
thing as a T> Strength/' says Johnathan. 
"Once scores above ISbecame part of 
Liu: game, exceptional Strength became 
ao anachronism/' 

The Waiting h the Hardest Par. 

If you're dying to know more about the 
new edition of the DfcD game, you're in 
the right place. We'll share as much as 
wo can about the new design in upcom¬ 
ing months, with the in side scoop from 
the designers, artists, and editors who're 
putting the finishing touches on the 
game even now. And that's not to men¬ 
tion the great new miniatures for 3rd 
Edition, More on Lhose next month. 

Until then, check out the cool video 
Interviews the D&D team has placed on 
the Wi it aids of the Coast Web site. 1 Es a L 
iv w vv-Srded Ltion .com, A fter y r hj' vc seen 
it, send us a letter to tell us what you 
think- 

Ln the meantime,. were going back lo 
play test sen ne more 3rd Edition. 
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Act the Part 

T Lim writing in response to "The 
Wyrm r sTum" from issue #26D/ r Your 
Tnner MunchkinA 

Tn his editorial, 1 Gross described 
making a character that was—Jet's Face 
it—inferior lo the other PCs in that 
mission. The reason that Dave was no L 
hiving a good lime was not because he 
was truly roleplayirg, but what he 
played did not til Liu: rote. 

"Rh> many people think that, to be a 
good role player, you must play a weak 
character. The difference between a role- 
player cind n "‘mllplaynr'' is not that one 
person's character is stronger than the 
other but rather that one person is better 


at acting Like his or Iut character would. 

Gamers often Lliink that a character 
with a tot of diplomatic pioficieneioi or 
a high Charisma score is better suited to 
roleplaying. What this really means is 
that this character'.s rule is th.it of a 
diplomat, not tlmt the person playing 
tile character i ■- a bi-Llcr ruleplayer. 

When playing an mi I spoken fighter, 
talk loud and nl Im; when playing a 
quiet mago, sit back and whisper when 
you calk. 11 you play a jester, don't be 
afraid Lo act a little silly; and if you play 
n diplomat, Lhcri. ul;± proper and poised. 

Acting like the character that you 
play is Jitn r and it gives other people mi 
idea of wha t the character is like. 

FendinaiLd Me tzger 11 i 
Omaha,, hit 


White MtuxsttiiUhin Vmie f the Airman v ' 
character it! fjm.sffrn, teejji+J certainly take 
t , .m r pi i ! ii.' i to being labeled "'inferior* r, ‘ ms 
Father ... affti/f rwr^ry "tin jxrrrsptTf' 1 "... 
j eurfaiji to H.K 3 WJ bat min oukf pnrf o f the. 
fiiU'i.'tO ti n-:, if the moat memorable. The par! 
i {f the '.IJ is-. : j i.'j that uflmvcd iVJ.r.r ft? itce h is 
high Pertttnuility and Intelligence scores :ms 
great fun. My imnndikin envy m.'se only 
u-hctt the fighting broke oat 
Still, i!.-■ frfen Fe:nfi?]ffN(Fsiit3nfce to 
heart so acy i fi-r- : A D&D character for 

Chris rwkirf* 3ni Edition phiyiest .- 

gfj igrt is a fij-rry.il j j \o?d:/to< cerer a 'ho shwdd 
lL .veil hi hot!: combat n mV negotirnmn sitv- 
iition?- Jfthcbad^wys Lfcji i watt l fu cvm- 
pmmh f, u bool to the head1 


Abominations 
Fm an avid reader of Dk^co. 9 / 
Magazine, anil J enjoy each issue thor¬ 
oughly. Siiuv vlili are asking for feed 
back., however, \ slum Id give it to you. 

f enjoyed most ofteiie-fcQGQ, and I 
thought that the article '"Spawn of JLv 
mat. Children of fk'jhiirnof was excel¬ 
lent, t will be sure to it in the f llEllcc. 
I low civ or. Mr. 1 h-lwiler's article, "Ijra- 
coj’.ic Design/' raided my eyebrow*. 

Ho seems to think that by stretching 
one aspect of a classic dragon Jio c £ \z\ ctv- 
ate a new creature. One example is that 
ail dragons ran fly, but an avian seem^ to 
have evolved sptidfically to fly Another 
example b thcitall dragons can light but 
Lin: behemoth was designed only to 
fight. The description of Hu- behemoth 


reminds me those old nun-ias in 
which a jerky, badly made robot, kcn hetl 
through a cih r . It was not a tike thought. 

Tin; fact that the re is only n Din-4 
chan.ce to create a dragon wiih numml 
dragon intelligence is soancialous. If 
you take the forn: Lind intotiigenev 
away from a dragon^ you have not 
cron tod n dragon. Tiuc name ^dragtiiv" 
ineans intelligent and classic. Tha 
dragons that Mr. Dctwiier makL's me 
not dragons but abominations. 

1 would like Lo iesnmd Mr, Detwrier 
UtlIL no mailer how much information 
you memorise on a dragon, they .ne 
never easy to kill. Thai is the whole 
point of dragons. He a Du says that the 
standard ^oluliun i-. Li :< i nirJ te a new 
dragon species, but then he reject that. 
Liter on his urtk'le proceeds to make a 
new specie^ -whscli, in nn 1 opinion, is 
not even a it ragout 

Giorgio Madam 
Address VVitJihetd 

l.'i Ci-cy'j- detent., flt point tittl thui stupid 
iha$\i\u- hod tib: .^uyid pctyplc) cv ' he tas! 
as dmggmiidas smart otm> lf \mt don't 
beiim\ tor. fry driving Ji'mujy/j Seatiteat 
rush hoUfr 

f.'i defend if behemoths luuijerk# . i dmi ■- 
everywhere, Fd go ,J Rnri " and eat yctun'nr, 
cm'pi you're out u, 1 '.■ ir: .k* 

Tfi&t much said keeping dragons hard to 
kill j.-; u good idea stinted tnf uaoiu readers. 
Check otn this month's "Forum" tor more 
ideas, mnf nirn/He uim'U spot nerm 1 mu/s fn 
E’i.i.uil.i,vji! inreoane eon rfui l fficts odfh a few 
afGtvgS ideas nn disguising [four dragon's 
abilities frcv \ phutcrsmlm knotr the ndeo a 
Utile loo med. Thai .ru v you can surprise the 
i'Csfu-U l him crash them ultorhj irkc .u thy 
sneer at ywtr I'inK polka-dotted great jeip-nj. 


T oo many people think that , fa he a good 

roleplayer, you numtplaya weak character. 
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Generic and Specific 

1 urn Li n .uw jv attar of Drwcnw 
but I like it a lot. I would like to sun? 
snore articles lor the l^frmTug i T . 
iQLia&nm RasAt Mf , arid Ft anbkaee 

cam pa ip; ns, hut [ also enjoy '"generic" 1 
A D&D articles. L enjoy the Bikii ihk;ii 
setting his i'mst-' it is the world that 1 
DM, the Pi anfscape setting beetled! 
is easily adjusted to any campaign, and 
the ruatiaiTEx Rilai.ms campaign 
because it is an exciting world. 

I thinkId'^-iOLjw A^iiya:ii^ 1 jsa role play¬ 
ing gamy magazine, not just on AD&D 
i y'i; igazing. I vein if I didn't play AD&D 
or any other g.ime the magazine covets, 

I would buy iibS&iiSe of the articles 
that help all roleptayors, like 1,1 D tinge on¬ 
er a It," '‘Designer Dome5He& -,H (from issue 
#159), "101 Pdadin Quests" (#257), "Pit 
‘I raps" (#25T), and my personal favorite: 
"hi I Dirty One Tricks" (#239). 

Soren S. Jacobsen 
F.idborg, Denmark 

that gvtx'ti -blmk'd, pomly^cared 
vmmtmst in star Trek U siaf that the 
tfcnls of the many outurigh iha needs of the 
fXil or- the one, hvdidtf'l rscfoin with D&P 
players. 

Sown puts his finger on the dilemma iL.lv/ 
th: ,■ tmi.rw month.' trying to please jims of 
apeept settings as much at- those n^i want 
'fo li-j'n ■' D&D r f . 1 ticks. i\ a i uuateiy, Sown 
ulso points iurl one of the i'cst waits to rrrrffr 
it work: to try Jo please the many, muni: 
D&D phnrers wiia already i vttthine -ettiny* 
to form their own game uwrftfe, 

Jf? practice, that mean* we'w buying 



tots (if D&D articles that utmost rtm/Lurc mm 
irsr, no matter what the campaign world- it 
also mmis that we wm 't print a Mofwti- 
dts err specific campaign worlds, except for 
lb ■ imnisnsd if pywlar i '■ -■jo. j i v : y Kl:Ai : s 
scUmg. 

fudging firms mretrJ tellers, the "idol 
gcneralot "articles Soren describes fmne 
beet: a hit with many readers. Yfruinr* 
owffJ l'. 1 ,' mors articles that inspire ideas no 
mat ter whet her you ' re. a I t&L ). A nr v.sr: i , 
or Marvel Sw : k H\ a\>r< pkii/et.. 
or t'Z'CJt one at'those pcor misguided pkyers 
of non Wizard* of the Cwsf gantrs. 

The Name Game Rfcdux 

I mils 1 , bring up a ttvv probterns 1 had 
with Rey VVinnirigtrVDongeonur; : itt' ,r 
article. While 1 agree: +ii m t "Noth nig 
kilts in tun.--si in an A1 "av D game faster 
than goofy names,'" I disagree with 
suieil- of the specifics he mentions. 
AlI;l-vHv.h: 4 appended to a first name 
u-l:jl: dominion place n the Middle 
Ages. In an t-Ta without last names as 
we Lri lhw them and where everyone 
uv.s n : inied Tom, Dick, or Harry (the 
expression did come from somewhere 
after .ill/, they were a simple and col¬ 
orful means to distinguish oneself. 
Notable examples include hric the 
Red, Hdward the Confessor, asid 
Charles the Hammer. 

Wim -linger also then mentions names 
like Conan and CandalL White l cgnx: 
with the latter, Conan Ls a quite- accu¬ 
rate peri od name in an l fish /Cel t type 
setting, [| survived to the modem era 
with such notable examples as Arthur 
Conar I Joyle and Conan O'Brien. 

My third complaint os not a matter of 
personal taste or historical accuracy hut 


a simpin misundyratmiding, J might go 
so far as In suggest most of the names 
Tolkien us^'d wi/rf not created based on 
his invented languages Lust wen?bor- 
i'u-wl'lI from liiftloriwal and mythological 
i noes- The nam of hi ^ dwarves i 11 

par(i l'i: \ci r stfind out Most of the names 
ui the dwarves in The Hobbit were lifted 
from a list of Norse dwarves from 
Viking legend, a list that included a 
Li w n r f named Gn nd L i 1 f! 

So despite these niggling and minor 
flaws, bravo. 1 look forward to IkjIIi 
f u t li re iss ues of i iiv mm ■ n nd 

the continuation of Kav WiimingtrT 
column. 

Dave Grohman 
Address Withheld 

Wc decided to yo straight to !he source i'jj 
Qttswmtifl this tetter, -a here'-.- Ray > -:..i,-. 

" Ripjn off the bat , you 're absolutely 
right. Once wpij'j .j j/mr, plenty pf retd jw\\- 
pte appendedadfectives to their ifjzjjmn, mid 
Robert ti. Howard certainly didn't invent 
Clujijit.' ihd its important to iru. 4 i : ihni 
among the DM 'o many wspousii'ilhhs. . >v h - 
aihig un engaging game : : i rT , i i .>v:. | j 11 !■ -.-j i' b 
mure intjjorkutl than preserving hirti tjc-jJ 
:Fi.l'j i vacif. in other wonD. just twause the 
real time rura 'the tied: the real Richard was 
the Lionheatlcd/ and the real Robert ims 
the Bruce' doesn't mean you're obligated to 
allow such names m i/uiFr own fantasy 
mrtd” 

"f proposed avoiding nppetided atfjvi:- 
tinatmnl the names of‘famous fumm 
chat aster:- oeumse the in dk of them cvrtte 
across as goefy and iheir gaofness tends 
to disrupt play, m general, t think this is 
sound advice for anyone who struggle* 

With chunk ier nmtte 1 -..'' 

By Aaron Williams 
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According to sculptor Quiz Elliot the finished IS rmn scute metal itmvatures will closely resemble 
these production sketches by artist Sant Wood. 


"That said, a big part of the arcane art of 
Dungeoncraft is knowing when to break the 
rules. Occasionally every DM stumbles 
across an appended adjective name that's so 
cool he knows he should allow it, regardless 
of anything some smart-aleck wrote in 
Dragon Magazine. 'Cool'should trump 
all my suggestions, historical accuracy, and 
even the official game rides almost every 
time. (This is a Rule of Dungeoncraft I'll 
get around to detailing someday.)" 

Jj Likewise, in certain contexts, you might 
get away with a character named Conan or 
Merlin without producing giggles or con¬ 
stant comparisons to your creation's liter - 
ary namesake. ,f 

Where Are My Minis? 

First of all I would like to applaud the 
new format especially the addition of 
"Dungeoncraft" and "Role Models." 
The use of miniatures adds a new 
dimension to the game. This raises the 
question of who is going to supply the 
official miniatures for the AD&D game. 

Is Ral Paitha still going to provide 


these services? If so, why can't they 
show the pictures of the AD&D mon¬ 
sters in their current catalogs? There isn't 
anything more annoying than not being 
able to see the mini before ordering. If 
Ral Partha Is going to be replaced, then 
who will supply the new miniatures? 

1 have been using and painting 
miniatures for almost three years. It 
was tluough the use of miniatures that 
my game became visual and easier to 
follow. At our last session, my players 
were confronted with their toughest 
battle yet Without miniatures, this bat¬ 
tle would have been much more diffi¬ 
cult to DM. My personal collection 
includes about forty miniatures, and I 
hope io own many more some day. 

M. VandenBerg 
Miramichi, N*B. 

Canada 

Your timing couldn't be better. Here's the 
scoop: 

When Ral Partita's license for the AD&D 
tine of miniatures expired this past year ; 


Wizards of the Coast decided to launch its 
oivn miniatures division, headed by indus¬ 
try veteran Bob Watts. (See "TSR News" 
from issue #260.) By the time tins issue sees 
print , the new figures should be only a few 
months away. They'll include both player 
characters and monsters , ranging from a 
paladin to a red dragon in the first boxed 
set. We'll have to wait for the second release 
before we get to see my favorite monster, the 
infamous carrion crawler 

Until then, feast your eyes on these pre¬ 
production drawings by artist Sam Wood , 
and check out the fidl list of figures sched¬ 
uled for release this fall: 

Set One: Human paladin, human priest, 
ha!fling thief elf sorceress/fighter, human 
fighter, human wizard (good), dwarffighter, 
female human fighter. Monsters: young red 
dragon, bugbear, hobgoblin, lesser vampire. 

Set Two: Dwarf cleric, female elf thief 
human wizard (evil), human barbarian. 
Monsters: cyclops, carrion crawler, ogre, 
minotaur ■ hill giant fire giant, ettin. 
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When gnomes do somethin 


in nova, a young 
gnomish recluse, is 
exiled to t.he bottom of 
Mt Nevermind . , . 
where he makes an 
incredible discovery. 
The whole of gnomish 
society is changed by 
one machine that— 
unlike any other 
gnomish invention— 
makes the entire 
mountain run like 
clockwork. 


FERGUS Rmii 


Now the Dark Queen 
Tahkisis wanLs Ml. 
Nevermind captured. 
Will the gnomes 
prevail? Or will Et be a 
disaster of diminutive 
proportions? 


The Siege, of ML Nevermind 
Fergus Ryan 
Available September 


Tt re? AnjrafcMerf Chronicles 
A DragonlBn€€ 
Collector's Edition 
by Margaret Wg 5 s 
find Tracy Hickman 
Coming in rsovennber 


Murder in Tarsls 
John Niaddox Robert 
Availably October 


Available in better book and hobby stores 
www.w3zards.com 
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Thf' Qite&tfiw eftItr Montit from. ismetilW 
iuxpiyt'd tntm\ ttse tinw nnifpra 'wua 
;Mt\ Unprtumfdy, m fi&lgQt ludkyMi 

haivi i':! ■' M .n i 1 L>W f /J/P i' vcA ■. if* m.i £ - v ■■' 

???I>1 .‘J h -i LjffcVif ft '.'I r : l' I.'M-! !| K'dl i'.'r!. J 'W S 

ri.VJti li>,i irittl f/ii 1 

i/uu W?ffutrJ Jir Ywmw " 

//'ri' vpr.vzJ i/L/ii i 1 -:. Ii'i 'l. 1 the credit mat 

timi/lv ;> littleUtiomfuurQftpreci&tiim. So'J 
jrnjji to '"Qu^Uon of the Mivith'' 

j.'j i\ to: o f the rfctirc-^ iiJiuiM-. 

Frove It! 

The inn: house rule dial has influenced 
u i y ga m i ng due mos t i-s the i l I m that i I 
you know LI or can prove it, si i enn your 
character. 

y\ r i l sample of Liils happened when 
nur.id venturers happened upon .1 


cefr ied. A nc > L: icr ins l L i nee occurred when 
m member of our party threw a vial of 
CireL-k fine on a shambling mound while 
we fled l lu: vi.ilshattered and spread 
the liquid on the creature. We argued 
that when we reLumed die next week, 
the mound should be dead from the 
chumirnk like pouring gasoline on gras^ 
Tliis rule lets us actually use things we 
Seamed in high school. 

Tanner Nielsen 
Powell OH 

No Bad Rules 

Our mmt important house rule is about 
rules and riding J the ctdes are to he tol- 
k> wed, except when the rules would 
upset the players. In the latter case, we 
fix it on a ose-by-c^u basis. Alter all, 
must of us nre playing to hav l l fun, not to 


T he one house rule that has made the most 
'impact oh tuif campaign is the rule that, 
whatever yo u say, your character says. 

Em SssH’ mi •-•.• : : S ..A-.. •”• Eft9 ~ii2i IiJ'.fer: ■ •-•-u.o 


hatchling black dragon. I he dragon, 
spewed ilbbnsath weapon :it .1 member 
ot -.Mir party. My friend con try' ling llu- 
PC argued thEi t, since he had a copper 
sh k-ld, 1 he aci lI won Id ? I Idc righ t oft ■ if 
his shield, suffering only minimal dam¬ 
age from Hie splash. VVe questioned this 
until he brought out a school chemistry 
book and spent sl-vl-iliL minutes explain¬ 
ing it to us. 

To handle biUidiinns like this In the 
tutu re, we merely invented the ride that, 
if you can prove it, your PC can doit. It 
has influenced our campaign wherever 
rhenhstry. physics, or biology is cun 


make a living or win tropkiLon! Pu'es 
exist either to be followed, changed or 
ignored. I would phrase uur house rule 
tl i is wa v: J here is no gorid r. i k ? thn t i s 
detrimental to Ihe player nr the player's 
fun. 

Olivier rSruchet 
Paris, France 

Classy House Rule 
In response in the Question of die Month 
from Lissue#2hn regarding house mLete 
In my campaign 1 have changed the 
rules regarding dnal-£ biHSL\l bind mutti- 
classod characters. I sei j noretLSmi why 


t mi I y d e.i n ill Liman ch n r.icters can he mul- 
tielassed and no reason tor dual-classing 
lobe 'united to humane I also-illow 
i n l 1 1 Li classed diaracTers to stop progress¬ 
ing in one or more of theii classes. 

These roles allow for more character 
developing iL, and 1 recommend them to 
any DMs w illing in ^ive diem a try. 

Andrew Cialbraitli 
New l^clhi, India 

You Suid It 

tn response Uj the Question of the Montli 
hx ?n i issue if2hf !| :' 11 ie one house ni le th u t 
has made the nost impact on my onii- 
palgns is the rule that, whatever you say- 
your diarach-r stiys-. 

I have had sever.il players get into 
serious trouble because they started talk- 
ingliL'loreiliey started thinking. Jmforc¬ 
ing the " you said Ll r ' ml. 1 i-,a good way 
h i g«t your playe i s to isln y ii l eiioracte r 11 
l I y nvn on id le ch a tier aimi nd the 
gaming table Liiid keeps the players 
focused, on dieircharacicnTactioris. 

For exiimple, li player tolls the DM 
that hv or she is going to steal nn Item 
from one of tht^ utlier party mombers H 
and the v icti rn- hcari ng the hr si 
player—says, "You can'i ito thull I lial"s 
not right!" In ihe game, the etui racier just 
made thai si sternum, and evuryxnw is 
wondering why. Now, that plnyer must 
figure out what that FC was referring to. 
It can the because the other party mem¬ 
ber was going to steal snmcLliiiig. 
because Ihe acliot i hasn'L Liken place ytt- 
P1 avers spend a Lm oi time out ot 
diameter discussing pasl adventures. If 
you enforce lliis mSe r you can have quite 
m bit nt i'l in ind interesting niloplaylng. 

Lewis Ai tilers on 
C ra n dvi iv PI aza r KS 
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Wlii're There's a Rule, 

There's a Way 

In response to the ques-bonof l.he month, 
which house rule has had the greatest 
impact on my I would have to say 
if- a philosophy rather lban a rule, "It 
there is a ratebook thatdescribes if and 
you car. justify it in my campaigit r 111 Jet 
you play it. rf 

Tliis simple philosophy has allowed 
me to uxperimcnl with many different 
rules, see .several styles of play, and 
expand my m lop laying horizons. Tin,: 
only restriction On Lhis philosophy is that 
lJio rules must he from 7’SK: otherwise, 
Lite poor DM is left with the daunting 
task of trying Lu work a hundred differ¬ 
ent gaming systems together. T encour¬ 
age all DMs to adopt this philosophy, 
and see the strange and wondrous 
Livings players invent. 

1 would also like to congratulate Justin 
Baron for his excelk:nt suggestion on 
how spell memorisation works for 
mages-1 think it works very well within 


the rules of the gam*. My personal 
method was to ikw that while memoriz¬ 
ing a spell., die caster way actually men¬ 
tally marshalling his ent?rgiL> fur u 
release witli the spell, The " forgetting lf 
was just an exha ustu » i 11 f n tui 1 Lai 
re Hint ices. 

High-level wizards have more 
resources because of mental exercise and 
training, [always compared it hi some¬ 
thing like lifting weights- You have the 
capability to do so many bench presses 
at a time. Once you've done one, y oiiVe 
used up that capability, and only rest 
will bring it back. 

To Jade Murphy, 1 would like to say 
that Tyc always viewed a large number 
of hit points on a 5’ IT 1 , I5th-levd tighter 
as represent! ng exceptional skill at 
avoiding the lull force of a blow and the 
ability to continue fighting. As Jade 
pointed out, the average human has 
only about 4 bp I The high-level fighter is 
able to reduce a crushing blow to a mere 
scratch by using the experience and skill 
built up over an adventuring career. 


liven a 30th-level munch kin fighter 
rt.:uiIy shouldn 1 1be ahle k > take ouia 
WL'Ii-pliiyed ancient wyrm- These are 
some of the most fierce and magical 
...TLvitines in any wurl l I! 

J^n Inindtjubfl 
Wichita, Ky 

The Price of Magic 
In issue £2fr0,5 us=.iin Bacon wrote regard 
ing players who Lound the AIT spoil 
system unbelievable because mages con¬ 
stantly forget then remeniorize their 
spells. He correctly identified the term 
"memorizing" as the problem. It is con¬ 
vert i ont but misleading; I tis solution is 
workable, bui it is nisi i unnecessary. 

I, he AD& D i 7 i b gic sy ste m Is do l ived 
from Jack Vance's books, 'flu 1 Dying Efrrtfr 
and 1 j'jc tyes oft rrt p Qiynwrki. Tlv 
Ist-Edihon L>l .'.vjr.ow MAWEirQuide 
refers to these bonks and offers an expla¬ 
nation ot the system. In brief, wtum li 
mage studies his or her tpellbonks, the 
magical energy needed to h-iggor the 


spell is impressed upon die caster's 
mind. This energy is released win?n iH ■ 
spell Is cast and can Lu: regained only by 
further sludy. Through experience and 
training, a mage can discipline his or her 
mind lo hold more ot tills energy. AD&P 
spell-casters have it easy —in Vance's shi¬ 
nes, the most powerful wizards can pre¬ 
pare only six spells, at once. 

At its roots, at least, this system is 
more detailed and realistic than assum¬ 
ing thal mages draw spells at their whim 
from a nebulous pool of magical energy 
1 suspect that thvpn>blem many players 
have with the memorization system is 
LhaL il is less flexible, A mage might 
knowgjzze reflection^ but if if s not 
memorized, it u r on r t be any help when a 
basilisk ■.omes wandering around the 
comer. 

1 den r L Blink t ha 1 a nyth i n g n*es 3^ h i i 
fi L-d .' I Ik: current spell system ercou r- 
ngt^s forethought and planning, which :s 
part at good game play. 

Phil Pike 
Downey, CA 


Reading Magic 

I want to interred a cominen l Ik a l relate 
to the observations itili Ju by Brett 
Faufler In issue #260 regarding the void 
mw£n: tipoll. 

Relying on a spell as tho standard pro- 
cedLine for reading magical writing 
makes little sci im ■. Al llamgh a spell 
might speed up tine process, n spell 
shouldn't be the standard method 

1 Jiiiik about the process involved! in 
reading magical writh^pi-^Vlien reading 
a spell from another wizard's speilbook, 
the wizard spends sum l- Lime in intense 
stiidy. utilizing his kunwied^Mit magic 
iu decipher not only the language used 
hut also the types of magical sciences 
involved to determine the spell's effects 
and intent. Even In the case of spell 
scrolls, where the magic is be mi id into 
die pare I in ion L u n L i I i revoked. i t ^ti 11 
makes sense dial Ibis would be the stan¬ 
dard pmcodure to determine th* content 
of the scroll rather than relying snlcry on 
the n'flrf uingic spell. 

A hector standard fo r translating magi 
cal writing is to create a Read Magical 
Writing pr uf ideal vv based on fotellri 
gejice After spending an amount of time. 1 
studying a piece n I magical ivviting. per¬ 
haps one hour per spell level, the wizard 
would make a pnificiency check, Suc¬ 
cess or failure determines the accuracy 
and degree of understanding. 

With Ihc proficiency system, it's easy 
to interject a greater chance ns failure for 
mm wizards. Nonwizard* don't under- 
itLllll'lI (he techniques of magic and there¬ 
fore sulfur a penalty to the proficiency 
check. 

This- system offers a method tor bards 
to use w iza id spells without access to 
the miff magic spoil. 

Tne proL L--- ol actually translating tlu- 
scro'il ur spcilmnik spell foe the wizard -, 
own is already covered in similar 
fashion by il w uso of the I .cam Sp*!l 
jjeore biiwjd on L11 o Vi'iz.aid'k Intelligence. 

Stephen Li. Eildridge r Jr, 
Las Vegas, NV 

I ^l-Pmvcr gaming 
I would like tu address thecoiistant 
bashing of powergiiming. : j owcrgaming 
can bo fun if viewed as something other 
than heresy against Eolepliiying. It's still 
mteplaying. You're just mleplsying ri 
cheeky movie. 


he current spell si /stem encourages 
forethought and planning, which is 
part of good game piny. 


’ Slzi’ IzraytK IMUO 
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My play ere still talk about fchecann- 
piiigns where we ptnvtjrgained rather 
11 iAi h Le ■■'. ik tilings n ion: ser iou .sly Fcir 
stum 1 groups, powcLgumisig Is a better 
optHui. Ll would likely attract more 
peupfe and provide a higher level of 
entertainment. (II s all about social intcr- 
nctinn, isn't it?) As powergaming takes a 
Step i rj fci ide j 1 i RPG 1 s J, reaI i ty. ‘ ‘ it atlows 
for mOn- iirr.usi ng Si 1 nations. 

Mike Lewis 
Miramichi, New Brunswick 
Canada 

Pumptd-Up Dragons 

in a nswer k > I n, k M l i rp by' s corn merit 
on the impLruislbili^yoJ dragon bit 
poinhs, l have found that simply boost¬ 
ing Him hit points uf dragon isn'; 
enough, so I ha ve mndc more extensive 
modification-5, 

Jn my camps :ftn 1 to restore to 
dragons the mi ght and ma jesty that is 
theirs a I nne. The j im 1 the stuff of legend: 


the greatest of enemies and the must 
pnwis tul ot allies. 

To reflect this, 1 have implemented the 
followiiig rules and modifiers for "ill 
dragi ii .v f E hese ru les do not app Iy t\ :■ 
dragons under a lengthof L3 leet}, 

V A L I Ti ij ym n i a y be inj u red by norm n I 
weapons only il LI-.l- weapon's length in 
feet equals nr ftjteecds Lhe dragon's age 
category. A3‘ longs word injures only 
dragons of age category three or lower. 
This rule reflects H■ l- sheer size ot die 
dragon and how inn lusciiurntLal many 
weapons ate Lo such a creature. Notable 
exceptions are weapons ucKhanted 
specifically fordragjrn-Hlaying. Dragon- 
slaying weapons inflict full damage 
regardless of the dragon's age or siy.L:. 

V AL dragons gam twice as many 
physical attacks as are Iisled in the v ari¬ 
ous Mt W 1 - i kulsL'i imj- , knnii..m ' bunks. A 
dragon receives fourdaw attacks and 
two Liu 1 iittneks per round, and if might 
receive wing buffets or tail skips should 


people h'C in position to a lion 1 this. 

Y Any wing buffet, tail slap, or claw 
attack can affect more than one target if 
they are in close enoughpjgfmmty for 
Lhe dragon to reasonably affect them all. 

▼ Dragons use ten-sided dice for 
determining hit points- In addition, 
dragons add any applicable ConsiiLu ■ 
tiori modifiers for each hit 1 1 it.:. Dragons 
\in\ counted as fighters fur purposes qF 
Constitution adjustment, unless the 
dragon is of the dragon-rnage, dragon 
priest, or dragon-psioniclst chss- 
Only the most prepared individuals 
dare to race dragons now, 

1 hope thesu simple modifications 
help other DMs. In my campaign, 
adventurers a re much mure in a we of 
the might and majesty- of dragons now. 

John Wright 
Cookeville, TN 
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By Ray Winninger 


Last month, we locked at several inter¬ 
esting and effective roles that NFC's ate 
likely to play in your campaign. Here ate 
the remaining steps to preparing an 
NFC for play, 

The Anatomy of an NFC 

A fully developed XI 'L consists of four 
tilings: game informs Lion, a description,, 
one or two memorable character traits P 
and (possibly) a secret. Before you 
determine any of these things, think 
about the specific role or roles the MFC 
is likely to play in the campaign. As 
noted Inst month, your choice of m-lrs is 
bound co influence all the other facets of 
the character. 

1. Game Information 
Game information consists of statistics., 
equipment lists, spell assortment*, arul 
other infnnna don you need to hand In 
t lit: C ha ra< T Tin phi y. 11 IS nut r.er v.s>-ary 
to fill out Li I li 11 bh. >w 11 i-hH ratter sheet 
for each of your NFCs. DmYt forget hie 
First Rule of DungGom’raft! Con ten tin re 
youi’ l'-C lot Ls oil creating i mly tine infor- 
matiEin IhuLX likely to bt*nime relevant 
during play. 

ir. general r this means that there 's no 
rf.-LSL.iTi to figure out the king's Dexterity 
score. The I Vs are unlikcEy to fight Lite 
king himself, and it's therefore itniikely 
that F is Dexterity score will ever become 
met issue. In fact, or the subject of N1V 
ability scores, it's probably a good time 
to introduce you to the Third Rule nl 
Dungeon craft. 


TheThird Rule 

of Dungeocraft 

Whenever you have no 
idea what the probability 
of success should be for 
a particular situation, 
consider it 50%, 


InolllLir wnrds, supposed rm-tdl 
purti nllis is slowly descending in a eIiiei- 

gcui t. One of the PCs unexpectedly slides 
li it Een chair beneath the portcullis, 
hoping to (May the falling gate long 
(:rniugl e set- Kl Ee enti re party can craw I 
beneath \ t What's the chance the chair 
can hold the portcullis lung enough for 
the party to pays'? Well gee, I don' t really 
know much about ihe structural integrity 
of wood vs. heavy me tab so it's, um ... 
aLr-'i'.. This is certainly inexact, but it's sun - 
pie, it keeps Ihc game moving, and it's 
usually plausible enough to pass muster. 

How is this rule Relevant to NFC 
attributes? Some quick math produces a 
nice corollary to the Third Rule. Ability 
scores a re often used to conduct ability 
checks, and li cJiaraeter with a score of 
10 has a 50% chance to pn>s such a 
check. This me a els that il you ner-d e'lei 
ability score for an .NFC +rnd haven't 
already lJLL“ tcrm.intxi it, the Third Rule of 
Dungooncraft suggests that you use a 
score of 10. 


This rule jibes nicely with what Ihe 
Pfoye r s blmtiihook has to say about abil¬ 
ity scores F’* Ability Scores and What 
They Mean" in Chapter One)—a score 
of 10 is an average value for the typical 
inhabitant of an AD&D 1 campaign 
world, TTi i s men ns tliat when you 
assign ability scores to your NiVLs, y o u 

.xliyu y Linlv bolliLM" thinkmg ^L-ssul and 

listing his nr her exceptional scores 
thsBie SLibHtaniisIty kiss than or greater 
than Li.-ei (say, Lhosc stores less than H nr 
greater than 12). 

During piuy, if a scon: you hatm't 
created becomes relevant, simply pre- 
•su me it's J0 r and move on. If you take 
this advice, you suddenly have far 
fewer numbers to create and record. 

'Fhi s may n ot sa ve a Eo t of effort right 
now, hi i { a fier your campa Egn grows 
and you have several dozen NTPCs in 
play, you'll recognize ihe benefit. You'll 
also notice time you can dispense with 
determining ability scores altogether 
for a wide range of characters who are 
unlikely to have any extraordinary 
abilities. 

Thus, t he first step in creating ability 
scores fur any NPC is to decide which of 
the six abilities is likely to be extraordi¬ 
narily high or low. You can then go 
through these abilities one by one and 
assign the appropriate value. Note that 
it's- usually not a good idea to generate 
NFC ability sconce randomly Toil should 
decide the NPC ’s mle in die campaign 
first, then assign the values you think 
are apprnpriate. This app n lach inaki.--. it 
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easier tocreate NPCswho feel like true 
characters rather than random piles ot 
numbers. 

Once you've created the NFC’s relv- 
v a n L abil Lty set ires, you can quickly 
decide on a character class, level, align¬ 
ment, and hit point total. Remember 
tha t tfu , l in habifca n Ls of yo u r ca m pa i gn 
who are not extreordinary adventurers 
or their equal should probably be 0- 
level. with tew hit points. At this point 
it's a good idea to make sure that your 
cbuiot’S liI class and hit points make 
sense with the character's various ability 
scores and level. 

For equipment and spell lists, again 
focus vourattention <m theextraordi- 
nary. 1 ,tst only those special nr magical 
items the character carries and those tew 
spells he nr she uses most often. During 
play you can improvise additional items 
and spells as nece.ssa.ry- 

Ihe idea of improvising spells makes 
some DMs nervous. Since the players 
must select their spells before play 
begins, they feel it's unfeir toa]low NFC's 
to cast spells at will- While you should 
definitely make sure that none of your 
N PCs Is casting more spells than his or 
her level permits, don't worry about 
figuring out which spelts each NFC has 
memorized; it's just too much Work- 

One of your responsibilities as DM is 
ro make sure that you don't take advan¬ 
tage of the fact that you are making up 
tin ■ N E A! spt: II lists as y< su go a long. Your 
NEYshould definitely not have access 
to the perfect spell under ah cLrcum- 
slamus. 3f you ever come across a situa¬ 
tion in which you can'? decide whether 
or nut the NFC! would have thought so 
invuloritf e; i s] n't i I ic spi: 11, y r i JU ca 11 
C\ hi VO vs rod for it. Tin* rhatuv the NFC. 
lias access to th^ sptfll is r urn ... .iQ%. 

Xote; Hie Third Rule of Dungconcraft 
is n iifieful ton I inr keeping the game 
moving, not a f or your own 

good judgment anil knowledge of the 
mles, Use it wisely! 

2. Description 

This entry is prelty sc |f-cxp‘an ahs y. You 
should invent an appropriate physical 
description for each NPC. Don't strive 
for anything too elaborate; just a few 
sentences will do. Again., try to concen¬ 
trate n-n l3 ll: unusual. Crea te just one or 
I wi i inti :n..'. | r.L i i lg pi lyrical features for 


each of your NPCs,, and stress them. One 
NI A might be unusually talk another 
11 Ligl lI ha vc an unbelievably I on g ben rd, 
m id n third might have an elaborate 
facial tattoo. DI course, no thing says that 
11 lose distinguishing characteristics hues: 
stem (turn the character s anatomy. An 
unusual wLin.tiobe r particularly in teres l- 
n ig equip i u u i it, i n an ui lusllli l demeanor 
all do nicely as well. 

The real purpose of your NLA. 
descriptions is twofold: to provide the 
players with details that spark thete 
imaginations, and to serve as simple 
reminders that help the players d istin- 
gussh the NPCs from each other. 

At the start of a new campaign, you 
can expect your players to coni use 
Fagnarwith I 1 rath and Ekjuld.Ttu: 
moment they're reminded that H ruth is 


the nkl guy with the Lung white beard 
aiid Skj; ud is the fa irdia i red, man wi th 
die lute, though, they'll get back on the 
p rupee page. Therefore, to get the most 
mileage horn your descriptions, remind 
the players of KTC descriptions the first 
several tunes they are encountered, fry 
to keep these reminders ns subtle as pos¬ 
sible- "You see Ragrw, the extremely tall 
warrior, enter the inn" is mote cumber¬ 
some than "You, see Kagnarenter, duck¬ 
ing low to clear Ihu threshold.’'' 

If you have access hi a targe library o. 
AD&D E game products or .D.vaco.V ' 
Magazine back issues, try to find nn 
appropriate fllustration to represent, 
each of your major MFCs- (Thu " hC Por¬ 
traits" column in Dr a c ; r ;-jv M nga z arc Is 
perfect for this task.) Not only dues this 
lot you dispense with niost descriptions 
a I together, but pictures tend to work 
evL-ri bt±tcr than tlie most effective text, 
bach time the players meet the NFC m 
question, just flash the picture, El you go 
this route, try to photocopy the illustra¬ 
tions and cut away any text and graphics 
that surround them so the players aren't 
distracted. 


3. Menu ora b I e Persona I: Ly Trd i l> 

To create an ptteftive NFC, yuu must 
also ki k iw so i m'tt ling ; i In mi t h is or her 
persona I itv anti ^L-moral demeanin'. 

Many beginning no lep layers mistaken:],. 1 
believe they should strive to on-nte rhvp, 
complex characters and prepare for >: 'rid i 
gamesession with all the gusto of Robert 
DcNira readying a new rale. You're 
much better off setting more modest 
goals for yours el f anc: al low i nj; yt. n i r 
NFC's to develop slow ly over time. As 
with (be descriptions, your best bet i> tn 
concentrate on creating one or two 
Lu iusllli L behaviors, tendencies, or idio- 
sy nci bisLL';^ for each NFC. By focusing on 
jusl these Ecw T things,you'll give yourself 
Lime to get a handle on the character and 
you'll also crea te another way for the 
players to distinguish between NFCs 


and remember which iw whidi. 

WIn ::il creating these personality traits, 
cunfint: vl : l i [>ii:11 L t luJiiple behaviors 
that a re clearly demonstrable during 
play. H 'l Sruthgar ha^a deep-seated 
hatred of his uioLlier'' llljIu useful tmif, 
because there i- no way ta demonstrate 
it to the pbiyere short ot pausing every-' 
so often for Hrudigiti' to say, '''You know 
f ready have a dump-seated haired of 
my molhvT-" 

"Hrotligar is hard ot hearing and asks 
everyone to repeat every thing they say/' 
TLothgar is d i unsy arid h li mhies eveiy r 
task he ]s given," or "HnMhgjr is li silent 
loner who atmnst ulw-ct Hi'iys a WljuJ" 
arc nil much more appropriate. Each of 
thesecharacterishrs t an be easily jolu- 
ploycd in a wide variety uf situations. 
Note that a valid and useful personality 
trai t ncedn' t nece^arily sa y ai i y 11 1 i ng 
t >bv in us a bo li t a character's persona I Lry 
at all. A catch phrase (1 lomer Sim peon's 
trademark " D'Oh! IH ), a gesture, or u 
funny voice are alt workable-1)ncc you 
skirt to use this method, you'll team 
that the traits lead to the character's 
personality atiuosl by magic. 


- :: 

Designing NPCs 

Step 1. 

Generate the Game Information 

: Step 2. 

Write a Description 

>; : Step 3. 

Choose a Memorable CharacterTrait 

Step 4 . 

Devise a Secret 
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4. Secret 

Tl W Saw >1 id Rl 1 k’ if I ^Ll 11 (^(XJEllTd 11 te I Is 
ns that fMirh tin it- wt: im i-nt a ftigni fleam 
detail about therwimjxaigig we should 
nbn invent £IL IL-- 1 HL one secret purt^iL liLl 

to tii.at detail. Many N'PCs sin; inipurtLrit 

enough to l] 11--31i f y For this Hvli tmmt 

themselves, Asa genera] rule,any NFC's 
the pfo yers are li kety ti i enct n it iter i.i m- 
sistently for a few months of ypmw time 
or more deserve their own secrets, Valid 
exceptions might be MTO who tend to 
remain comp Letety in the background r 
such as innkc^pere, merchants, and 
other scivice people 

Yes, this means dial your campaign is 
bound to resemble a soap opera, with 
never-end ing twists, turns, and unex¬ 
pected revelations. This is a good tiling. 
Many people become addicted to soap 
operas for a reason th e desi re to 
uncover die next secret or unravel Hie 
next plot twist is a powerful urge. By 
gi ving your pfo vers p I enty o F in ystcries, 
you'll keep them interested in Lhc cam¬ 
paign and coming back for more. 

We've already discussed strategics 
for creating secrets elsewhere (Otuiu w 
A-JiiyrTZ.'Ui 7 #25h), but there are a Few 
app ron c lies L ha L w-or k pa rib: li loci y wo 11 
when it comes to NPCs. Unexpected 
relationships ("Luke, i am your father! r 'j, 
shady pasts, and hidden motivations alt 
work wed. if you're having a hard time 
creating a specific secret for a particular 
NFC, you can look back to the various 
roles ioutlined last issue fur a due. An 
NFC designed to prov id l- the players 
wi th expos i L ion p mbably knows a see net 
about the campaign tvortd, while an 
NPC designed to provide Lhe players 
with a service might have access tu- some 
SLxrftiturii or power that lhc players 
will eventually earn mi npporhirvitv to 
win tor tlli?irlSfeilv«S- 

f h ice yiiu Crea Ll^ tl iu v li r m ju s sl :nretH 
related to your MFC !s, don't forget to 

write Hiem on iv.dex cards and add tru'in 
to your "deck ot secrets" (see Dmcca : 
Vf^rnrc^2'lh)-1 ater, as you flesh out 
the ca n p.i ign world, These ca i d s wil I 
become a usefu l resource 

Lanin and Jauak 

To refresh your memory, Tanin is the 
second-in-command oF the Iron oak 
stronghold and the captain nf theguards 
stationed there. Years ago r li& lost his left 
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hand to the curse of an evil cult leader. 
Jarrak is a powerful and mysterious wiz 
arc: who once devised a potent sped that 
saved the stronghold from devastation. 
So far, Jarrak has never shared the secret 
of this spell. 

Tarrin is obviously a skilled warrior, 
sotn: pnebiibly has a big! i Strength and 
C a >rtshiL lj t Un\ . Sint t: \ pu lure: 1 kii'ci us a 
eharisrnatit- leader and a trusted advisor 
ot Ru-hard, I'll giv e him llLu ion nelly 
high scorrs in Wisdom iirnl Char isma 
us wall. Ahthdevel Iighler with 40 hit 
pol n ts see m s j l i st dn h i i r|glil. Tn rri 11 l li r- 
liesa broadsword and wfar-sunklcd 
leather armor. 

Tamil's missing left hiind already 
provid t* a hi g cl umk of 1 1 is d i ption. 

I've hirtherdecided that tie's an older 
man w r ith a pencil-thin muS-tucht! who 
always wears a perfectly immaculate 
uniform, 

For his first memorable trail, I've 
decided that Tanin inevitably lapses 
into war stories cul led from the many 
campaigns in which he served. For a 
second, il might be fun if he interrupts 
all of hi- Long speeches to bark orders to 
hi-smen- 

Tamn's secret pertains to his severed 
hand and. was discussed Last issue. 

Tamm AC b (Studded leather]: kb; hp 
40; NG; Slj- 1 Con 14, Wts 14, Cha 14. 

Description: Missing left hand;older 
man will i a pencil thin in us Lactic. 

Mem ora b I u Personal i ty Trai Ls: E cI Is 
wilr lhIli tics, cousIli ntlv barks.orders tn 
his? meik 

Secret: Missing hand is "‘alive"' 
and seeking him uUt. 

Jarrak, up thy other Euirul,. is a 
powerful wiisarth Obviously he 
li^s a high Tntelligence r rind 1 
think it's appropriate I ogive him 
high scums \n Wisdtim and 
Chari^rua as well. Jarrak is a 
! 4 th -I evel ws/urd. Tie w i mi s bnu ■- 
l 't\< ofikfem&AC 2 and carries a 
sbitfi jrrrty, 1 . Me is particularly 
Fond of the sped Lind vari¬ 

ous illusions, 

Al-; for a description, jarrak is a 
thin, bony man who w-eors a 
flowing black robe and a skullcap 
crafted from raven feathers. I lls 
eyei- a re oi i Lpl-.jte ly Bl i \ ck, i th 
nn irises. 


Jarrak speaks only when spoken to, 
and only when he can answer a direct 
q Liestion with a ques Lion of liis own. 

Tiny should give liim a spooky, ofher- 
world i y feel I -o r a sccon d i -.i i i, he Icnti s 
io come and go al unexpected times 
WLlhouL warning. 

JauMk's secret is the mysterious spell 
luwraflcd st:vurat yejjsagn to save 
[j'onoak. 

\ li E'j'jki OJ, AC 2 (bracers); W 1 -1, hp 
AB; Ti it 18, Wis 1 ft, Qia 1.". 

Description: Lxlremely thin,ageless 
ciilIil iri t'L li l - k robe Lind skullcap; bkiL k 

M em< irab I k Fl- rsu ual ity IVa it: SpL\l k< 
on ly 1 .vltiMl SpL>kL i rl to li ml unly iEt tjuL’s- 
t ions; Conn S ii.c ll I gL k's li i il V pi :l Ll -l tl \ I r i a 
mysterious tasldon. 

Seereli Pow-LsdiiJ spelt kfiLlwn only Li. - 
him- 

A voi r t: n i sh e/ic 1 1 oh yt mrNPt s r si i n i - 
niarivi. 1 iill of the relevant rnfortTUitinn Lin 
av\ i nc Ll>>; l lsh 3. t ,:i ti t. tl i is xv i 11 pn w i lU ■ yoi l 
wi th easy rnea i is ti ir f i I i riy aw a v li n«i‘i 
keeping hr: ic k c if- Itie Jovi'ElS of cHli ruL'tor's 
youl I a fLi te a S Vi ll ir Crim pa i gft gn sws. 

Next month tvc'E! start to map the 
witdemess the players are likely to 
explore throughout Lhe Firs I Few r months 
of the campaign. 

AjiMy fWrs 6. Lli. 1 . 1 AC 9, bp 3). 

Description: Jii/i 1 yin/ with glasses, iiokyfoy 
i} i;.;; Hook: tniks im rur^dr. 









All of your regular gaming friends on 
vocation? Did gaming buddies moved 
way and you don't hove anyone to game 
with anymore:? Bad wed I her keeping you 
from your regular gaming sessions? Mom 
bugging your aboul your friends earning 
over messing up her house and keeping 
her up all nighl? Visiting long last relotives 
in ihe old country with your parents and 
bored aul of your skull? 

Get a GRIP!! 

GRIP iGM offers the tools needed for 
Game Masters to creole and run a success¬ 
ful online campaign with features like the 
Adventure fdilor, Fog Of War mopping, 
Character and Monster editor, and morel 
iPC offers players an easy to use interface 
allowing them la design, edit and maintain 
iheir clorucler from advenlure 1o Driven- 
lore, save and review maps from current 
and previous sessions, whisper dull mode, 
end other features. A complete line of pre¬ 
designed adventure modules available for 
purchase, immediate downloml and use 
will also be available, along with rule end 
informational program supplements for 
your favorite ftPGs! 

Be sure la inquire al your favorite gome 
retailer about GRIP. If Ihey do not stock 
GRIP; or you would like more information, 
visit our web site at: 
httpy/svww.fpgFenlms.com 

GRIP iPC Module US SI 5.00 
GRIP iGM Module US $75,00 
Windows 9S/98/tfT4 compatible 

Works with ANY RPG 
system, and officially 
licensed foe use with: 

• Tunnels & Trolls 

• Traveller 











Need Some Help 
With Your Game? 

In the US,: 

Adyfcv," Hk -.i.w SSagtaiiie. 

Lam Lind Avttiu? S.W., Kenton, WA 980'S, USA. 

In Europe: 

TSugeAdvia*,? Diwcvv Mfigitzifte, 
Wimnisnfthe Q^l Bd$uw 
E*Ck Bca 2031 r Beipit?m r Belgium +32-70*2^3^4® 

In the U.K.: 

■"Sage A‘dVijoe‘f. ,r Dx. u:i j,v Maya: me, 

■ kVA^rnfs of tiw Coast P.L\ ftu:: ill 

Mirnknlmd, {k'rblrur S J.fi T i a 

thes-a ge @ wizards,com 


By Skip Williams 

_ The S;igL- sanrujf miilcf pcraanal fCplMi-; 

nkvSsf mrEurif nn witil VGiti LilaiSliuro. 


This month, the .Sn^revtr wiliest? potpourri of 
fjtitttwus about iheAD&D gitme f includ¬ 
ing a string qfqttprm itbrnit specially priests 
fritm the I ■ :>:i;,-:>rrv;,v Ki mms x setting. 

Dues h! fire elemental hav? any weigh!? 
Other elemental^ clearly do r dial least 
they can supply force. If a character 
were immune to fire, could the elemen¬ 
tal cause harm beyond smothering? 

Can a character lilt a fire elemental 
with telekinesis? Do they leave foot¬ 
prints in mud? 

Fireeknricnhslti are corporeal crea¬ 
tures; their bodies have mass, meaning 
they have weight it there is gravity. Sh i, 
the .^hi.irt answer lo all your questions 
is. "vfis." 


Sinrip kits from the Compfein Bunbur- 
(xi?]'« Handbook allow a durenter to 
improve Armor Class through levels. Is 
this Armor Class based on Dexterity? 

Ko. ifs based on levels. Pyrhnps you 
ci tv wondering whether some of the 
same things that negate I lexterify-based 
Armor Class butiLis«j olso negate these 
class-based bonuses? ft depends on the 
ability. Jhe ravaget, for example, has 
“'natural armor." which works like 
armor. noE like Dexterity. The bmshru li¬ 
ner, on Ihe other hand., gains on /urnor 
Class bonus hum the battle frenzy ahil- 
i ty; th i s works I i ke a j V-x lh-c i L y hoc i li 
L )JVls must osen mine each Lit and decide 
how any Armor Class bonus the kit 
grants is achieved. 


A free net ion effect does n nt a 11 ow T the 
recipient to paw through barriers, nor 
does is. keep the recipient - from floating 
or swimming. lhr.r harat. thT i n your 
example suffers noftnal filling damage 
for the distance fallen to the winter. Once 
in the waler, fhv character has to find a 
way tv. lea ye without drowning. 

Sorcerers from the AL-QaDIM' setting 
specialiyj? in two elements, and ele¬ 
mental linages team one. If theepull- 
point ruins fTEim the Sprite &■ Magic 
book are in play do both types of clur- 
aclcr receive extra s pel I points fur being 
sp.ectaltetG? 

The sorcerers of Zakhara are general- 
isband cannot claim esetra spell points 
k *r spedali za Lion. I lie elrn lcnlal mages 
or Zakhar a arc speciality, and I hey gain 
bonus spell points to spend on spelts 
from the province in which they 
specialize. 


W ill a stoneskin spell make a difference 
in the recipient's appearance? 


Opponents immune to fire (such as 
red dragons and Iim giants) suffer danv 
Hge from a fire elemenl.i is attacks. 
Induce the damage by Lino point per diL\ 
hu t never red 11 ly- d a mage betow one 
point per die. A fire elemental cannot seb 
a fire-resistant opponent a flame. 

I he Skiiis & Pouters book introduces 
subabilities* Which of tlie two Dexter¬ 
ity subabditto (Balance or Aian) .affects 
the penalties for fighting with two 
weapons? 

Aim. 


Wilt a xtoneskfii spell make a difference 
in the radpienKs appearance? 

According Lo tlic spell description, no. 
\werthdcs5, having u retipi- 

unt r s skin take on a stony color, texture, 
or both wouldn't be a bad house rule:. 

What would happen if a character with 
a free aetion effect were to fall from a 
great height into a body of water? If the 
character can move through the water 
like air, would he or she simply fall the 
extra distance and take the additional 
damage at the bottom of the sea floor? 


I am confused about how paladins nnd 
rangers can spend their spelt points 
under the Sprite & Magic spell point 
system. The tables imply dial members 
of the two classes receive orisons r 
which are from Lhe All sphere. A^ fjiras 
I know neither class giiEm access to 
that sphere, 

I Gindins and rangers not have 
ncoi^s la the All sphere; however, 
orisons are shown on hiblv .34 because 
customized paladin or ranger characters 
{see Chapter Ti ;-.in cliEKKse access to the 
All spht.-re. 
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Docs zginssfeel spell transform glass 
into transparent metal, or dticn the spell 
just Eiiake glass very hard? The distinc¬ 
tion Is important because of item sav« 
ing ill rows, for example nupptjsc a 
character pokes ngiasstce.l sword into a 
black pudding; does the sword nave vs. 
the acid effeet like glass (saves or 4) or 
like metal (saves OH a 131? If the name 
sword is struck by lightning, will it 
save like glass (saves on a 17} or tike 
metal (saves Oil a 12)7 

The gki$&lixl spell makes glass or cry s- 
tal iis strong and tough as steel, buht 
does not transfunn Li te material into 
metal, Agk^toiitnm makes item sav¬ 
ing throws as glass or metal, whichever 
is better 

Warriors with l iu-swash buckler kit 
(from the Skills & Foww$ book) get an 
armor bonus when wearing armor no 
heavier than studded leather, lathis 
weight- or performance-related? 

Performance related. The armor’s 
base Armor Class (AC value before 
Dexterity or shields} can't U- heller than 
Armor Class ?. Ir the limit were based 
on weight,, a weight limit would have 
been given. 

If an arm is mostly eaten aw ay by 
green slime, can you use a pearly white 
(Spindle JO MW stam to regenerate it, nr 
do you need a rittft of regeneration? If 
yon can regenerate U r flow long does 
i t take? 

A pearly white spindle witi\$tom j 
works just as hi riug of regeneration, which 
can restore Erat Limbs., ( t he manner of 
loss is seldom relevant.) J List like the 
rrrr^., the cim repair only damage 
that Lhe user has suffered while using 
the slone. That is, thestarre must be active 
and circling the character at the Lime the 
Mmbislost 

Here are some sample regeneration 
tinier, updated from a much older "Sage 
Advice" column: 


Appendage Lost 

Time 

Finger/Tcn.' 

30 Minutes 

H and/Foot 

11 lour 

I'rirearm 

2 Hours 

Arm 

4i lours 

L^e 

S Hours 

Head 

l Da y 


Are ghouls and ghasts a Elected by Jioly 
water? TheM owtticujs Maxum." Lome 
does not mention if they are affected, 

Yes, urudead ereatujnss are susceptible 
to holy water unless their descriptions 
specifically say they an: noL If no dam¬ 
age figures for holy writer arc given, then 
a direct hit with a vial ut holy water 
i n(1 icis L dh-1 poin te of d aittage, and a 
splash inflicts 2 points. 

A heated argument has broken out in 
my campaign over Ehe definition nl a 
humanoid and what races do and do 
not fa 11 into that category. A player 
used a ur'jsJr so that his character could 
change into any humanoid form of his 
choosing three times a day r Now, does 
this just mean humanoids under the 
definition presented in the table 
Luc hided in thepfltiort of human fPir- 
troi description? Or is a humanoid 
any creature with two arms, two legs, 
and a head? 

in the 2nd-1 di Hon AlJ&D game, a 
J 'humanoid" bo bipedal,generally 
human-shaped creature (two arms, two 
kg:., mid one head, tail optional) of 
human size or smaller. Creatures .such as 
ogres and giants may tit the biological or 
lienee-fiction defird Mon ol huma notch 


but these creatures are not humanoids 
according to Lhe AD&D game definition 
of the term. 

Older versions of the game used a 
slightly different definition of die temi 
humanoid- For example, in the original 
ADkfj game, humanoids were bipedal, 
hum tin-shaped creatures of approxi¬ 
mate] v human sbe that. were not 
burn 3 ns i ir tii. :e o i h umans. Hie category 
included kobulds, goblins, hobgoblins, 
ojcs, and gnolls- Gnomes, elves,.and 
dwarves were not included because they 
are demihumans, ai it I rit :i Li i er were 
humans. You can see tracts of Lhe old 
human /demitu nn a n / h lj mn noid spl 1 1 in 
Lheperti&w ofJiuwm control table. 

The College of Wizardry supplement 
has a section about the language 


Primeval, which allows certain 
bonuses to wizards when they casl 
spells. How would this language 
impact IDth-ieve! spells? 

Chrinit tors gain a 5 bonus to lhe h.i^. 1 
difficulty when preparing and casting 
tn .18 dweomtiTS with the Language 
Primeval. Thedifficulty modifier for 
hetnj; a specialist (see Tab It: 34) is c u mu¬ 
ll bye with this modifier. 

The pen a 1 tie* f ti r pal a d i ns r rangers, 
and druids who do not net according to 
the trail owed alignment* arethiEir. But 
what aboLil thieves? If a thief is 
"saved" by a lawful good character 
Elite! turns over a new leaf, changing 
alignment to lawful good, can the 
Chirac ter s til I n se thie f skills? Qbv t- 
ously, the skills would n't be used to 
comtitil a crime,, but is there anything 
stopping a thief who becomes lawful 
good from, (or example, finding traps 
in a dungeon? 

U i icier lhe cuiren t n.dus r tl i ieves cp\ n- 
11 < jt begi n pJay with a 1 a w h 1 1 ^ ird l i ] ign- 
ment, but there's no reason bo assume; 
they co li kl nr A s witch n I ignnr.en ts d li ri ng 
play (given th*- proper sequence of cam¬ 
paign events). I don' t recommend giving 
such chiirui Wi - lll y special pcnnlttefi. 


I picked up the Scarlet Brotherhood 
expan hi on and have some questions 
about tire revised monk. WhatTPTACO 
table do they use? Whal saving threw 
category do they use? Du they qualify 
for exceptional Strength? Arc they able 
to use ■"cleric only" ileitis? 

Monks use priest THAO) and saving 
throws. They are not eligible for excep¬ 
tional Strength. They car. use thief-only 
magical items and items not restricted 
by class. 

b a living wall an undead creature? 

Ca n i t be turn ed ? Does It suffer Uie 
sinfic damage from a u?tmd of ithammi- 
as an undead creature? 

Living walls are notunctead per -.l^; 
they're constructs, somewhat like 
flush golems, ft's Hire, however, to 


a glassteel spell transform glass into 
transparent metal, or does the spell 
just make glass very hard? 
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assume that they arc "unclean." and to 
make them susceptible to damage 
(just like undead creatures) from a 
wand of illumination. 

Whiat is the effect on an individual who 
is caught inside Daem's instant fortress 
when It shrinks back to its compact 
size? Is the creature trapped in an extra- 
el i mens! onnl space, crushed in the 
shrinking, or what? 

The Individual will be physically 
cupelled from th e fortress ina random 
(and potentially paincul) direction. It 
there ls no room to eject the individual, 
the fortress cannot shrink, 


Since half-elves are allowed tu he 
specially priests of IVtystra {dweomer- 
keepers), ate they allowed to retain the 
ability to multidass? Fur example., can 
hall-elves be d wt'ornerkeepei'/mniges? 

Myatra is primarily a human deity 
and her specialty prints—oven the 
occasional elf or half-el f—a re single 
classed. In genera I, ones a character 
becomes a specialty priest, the charac¬ 
ter must obey all requirements and 
restrictions that rmro with the priest¬ 
hood, no matter what options might 
otherwise be open to m embers of the 
character's race. 

1 was wondering whether priests of 
Yondalta (front th\* Dumilimnnu 
Deities book) can use the spells of 
Arvoreen's priests, and vice versa? Are 
the spells of other deities open Eo their 
fello w pantheon members? £ can see 
hoiv that would he difficult consider¬ 
ing the numerous deilies of the 
human pantheon, bui Dcmihuman 
Deities specifically talks about how 
the elven and hal fling pantheons are 
dose and very familial. 

According to page 21 of Faiths fr 
Awtiir$ r the spells of any particular 
priesthood are available only to that 
priesthood, hi makes no differencehow 
chummy the deity might In? with 
another deity Note that some spells are 


specific to more than one priesthood; if 
this is the case,, however, it will bn so 
noted In Bacdescriptionofeach priest¬ 
hood, 

Can a dweortiarkegper (or any o ther 
priest fur Ilia t matter) research a 
priestly version nf 3 wizard spell? How 
about a spell belonging to specially' 
priests of another deity? It seems that, 
if Mystra can cast these spells, her spe¬ 
cialty priests should sit least have a 
chance to research a version of them. 

There's no rule against priests 
ret^arching wizard spells, but 1 don't 
recommend it. If you allow it as a DiVl r 
aU priests should be able to do so, not 


jiist dweomerkeepers. No priest ca n suc¬ 
cessfully research spells that isnj yxciu- 
sdve to another religion, (see previous 
question). tr's true that Mystra, as the 
goddess ot magic in the Forgotten 
R bAL.u^setting, has considerable per¬ 
sonal spell costing power, She does nor 
(or perhaps can ik st) sha tx.-> I h,a I obil i ty 
with tier priests. 

Why oh why do dwarves now stink at 
turning urulead? In the Demihmmm 
Deities book, the priests of divarvcn 
gods cannot turn undead until 7th 
level, and then only at four levels 
lower than their actual level. 1 cannot 
think of ^ny reason for this. What was 
the reason? 

Actually, dwarves have not suddenly 
gotten worse at turning undead, at least 
not in the Forjqoiten Rilas .vis campaign. 
Thu DcmtftUfmm Deities rules gIvc dwar- 
ven priests better turning abilities than 
those presented in Dwarves Deep (the. 
previous definitive text on dwarves In 
the Realms), 

Dwarven dei ties just aren't terribly 
concerned about granting the turn 
undead ability Note that many dwarven 
specialty priests don't have riny unde ad 
turning ability at alt. (Checkeach spe¬ 
cialty priest description ior details.) 
Dwarven clerics have the 7 th.-Level limi¬ 
tation as yon noted but also gain a -r 2 


attack and damage bonus when fighting 
undead. (See the Dwarven I'rinHtsaction 
on page 185of Demihtitimn Deities.) 

According io the Detniintmtui Deities 
book, specialty priests (xOthor) of 
Dugina ren Brightmaii.Ue can use all 
magical items? All? is this an 
ackno wledged error for wlrich there 
is errata? If nol r there should be 
some logical restilLctkms, Dugin are n 
JJ rig him an El c is an appropriate god 
to allow his dedicated followers to 
use many magical items, but "a 1 1" 
seems to be pushing it, For example, 
author should not be able to use 
magic a I pla tenia i I , si nc e t hei r a rmor 
restriction precludes wearing armor 
heavier than chain, What about items 
that work best for one particular 
class? For example, anyone can use a 
wand of magic missiles, but a wizard 
can get more oomph from it than 
anyone else. 

No error. Xuthor must obey the armor 
and weapon restrictions set forth in their 
priesthood entry. Otherwise,, they can 
pick up and ».lsc most magical items just 
as. though they were of th^ "correct" 
class and race *0 use them.. Note the 
special rules about scroll use in the 
description of the piriesthtK<t 

The ability does not extend to class- 
specific written items. Fur example, 
nutyiciil books, manuals, librams, and 
tomes .sH 11 a t’tect xothor as priests. For 
example, a xo l liar who reads a hack of vite 
ilarht&H i s in trouble, and the character's 
flair for i.iring magical items won’t help. 
Likewise, a xnthar cannot benefit from a 
mamitd ofsttwithy pilfering ora libnvti of 
silver magic, 

The ability does not affect any align¬ 
ment restriction an item might have. IFa 
xotharhandles an intelligent weapon of 
the wrong alignment. the diameter suf¬ 
fers damage. Axoihar cannot use or 
even handle a talisman of ultimate evil. 

Draw of the Umlerdork. indicates thaE 
priestesses of Filistraee may wear 
only magical arnnur. More recently, in 
Demihumnn Deities, it says they may 
also wear armor of drow manufacture. 
What about normal elven chainmail? 
The Dungfton MASTER* Guide says ii is 
"magical armor/' although it grants no 
plussesand had no special effects 


W hat is the effect on an individual who is 
caught inside Daem's instant fortress 
zvhen it shrinks back to its compact size? 
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beyond being Lighter than oilier 
armor. Am I correct in assuming that 
normal el veil chain dues not e ven 
radiate magic? 

A strict reading q.t the Deniihiirrmii 
Dcil ies enlry c< ie- irilistragi; ivl i li I l| W.a vg 
out elve c'i diainmail unites it actually 
boars an cncliantmcnl l:K r cnchainmEill 
might seem Lo fit the power's idiom 
nicely hut remember she is a drow deity, 
not an ell deity- Sly and hor priests du 


levd and tifill gain no hit points tor their 
wizard levels. 

If a character is rolled wiEh the appro¬ 
priate statistics for a paladin, but the 
player decides lo make the character a 
regular fighter, can that character 
become a paladin Later on Lusirsg the 
dual-classed rules)? It seems like some¬ 
thing I hat could h ap pc n, when you 
think about it. 



riot favor tilings elven, in &piU>of their 
good alignments 

Tn any case, elven cha inmail does not 
radiate magic unless it actually bears an 
enchantment. 

Can delvesons (dwarven priests from 
the Demikuman Deities book) be muJEl- 
classed characters? What does Ehe refer¬ 
ence to delveaon fighters moan? Car 
delvesoiis be imilticiassed cleric/ 
fighters? 

Player character delvesom cannot bo 
rniEiticlflSHecf, even as cleric/fighters. My 
Forgotten REAtAtSsouroestdl me that 
Citadel Ad bar has a group nt tighter/ 
delvesons, but they're an exception. 

Vm a little confused about the entries 
for specially priests of both Thoth and 
Isis {from the Wowers& Pantheons 
bookk They break the rule for mu I Ei- 
classccl humans, I get that, but there arc 
some things that I don't understand. 

For example, when it says that they 
don't divide their hit points when I hey 
advance as clerics and that they roll Ids 
I or the! r hi I poi nts wbc n they d o 
advance, does that mean that they 
don't roll for hit points when they 
advance as wizards? 

You seem to be referring to scriveners 
and sky weavers, The^ characters roll 
I d# tor hit points each time they gain a 
priest level (to a maximum of 9 dS) and 
roll no dice for hit points when they gain 
wizard levels. After 9 th level, these char¬ 
acters gain 2 hit points at each priest 


Technifeally, no. A character using Ihe 
dua^dass rules can have only one class 
from each group. The DiYl. however, cer¬ 
tainly can allow die character to switch 
to the paladin -class. I recommend that 
the character make the switch right utter 
gaining a new lighter level. Thocharat: 
ter should then observe all the paladin 
restrictions and be required li i earn 
enough experience to mart i the ni;\l 
paladin level. 

For example, a fighter who has just 
reached bill level becomes e paliidm. 

The character must have 75,0(10 experi¬ 
ence points l^etn-ro hobecomes a 7th- 
level paladin, tn the meantime, thu 
character must give up weapon special¬ 
ize Lion, Lithe, and nfherwii?t act as a pal¬ 
adin—bel’i. ire ga le i tng a iiy of the 
paladin‘s benefits. If the character per¬ 
forms except i on a i ly w-e 11, the DM might 
wa into a wo rd som e pa] ad In benefi ts a 
little r it ; i time, say every 10,000 XP or so. 
Some benefits that would work well for 
"'early delivery" would include the pal- 
ad i cl F .s «2 hmv in \ r throw hon us, d i sense 
immunity;, lay on hands abili ty, and 
dt'ti'-Ct LL/jJ ability. 

If a low-level wizard found a spell- 
book with lots of spells ranging from 
1 st to 9 th level, could the wizard Iden¬ 
tify the spells well enough to know 
what they are? For example, could a 
Sth-lovd wizard who finds a OTs-levd 
meteor swarm spell know what the 
spell is? 1 understand di.it n wizard 
cannot cast a spell that is too difficult 


for the wizard's current level unless the 
spell is contained nn a scroll or the 
character lias some oilier magical assis- 
lance. Bull am wondering if the wiz¬ 
ard can even interpret the speft to 
question? 

Once a character has studied the new 
discovery with rm-, 1 iwigii spell, he or she 
will undnraLinri iho new spell ‘ss general 
effects and limitations even though the 
mage cannot cast the spell. 

What is Ihe best way to make the d 13 
needed for the breath weapon of a 
great wyim radiant: dragon? 

You've found a typo.The damage 
raring for a great wyrm radiantdragon's 
bread i weapon is 24 lI 12 -t 12 . 

You sure have to answer some oddball 
questions. Have you ever considered 
placing ItiL- 1 question "Which one of 
you is the DM?" on your tom bstone? 
Nn. I begun u.dng(£ind repeating) the 

''Which LiilLMit you i* the 3 DM?" line 

about IH 1 3 1 Lis it I is ago as a response to fill 
the: jnlaycrs w 1 10 Ei«vebeen wrihng me 
hoping HI help them strong-arm their 
DMs into making things go the players? 
way. Browbeating DMs is not what this 
column is all about 




Skip Williams says his epitaph of choice 
uviihl read: "Skip Williams, fmpwatly 
impolite l : j iT seldom Uiconsidemle" 
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Anniversary Tour. Silver 


Climate/Terrain: Came stores 
Frequency: Rare 

Treasure: See below 

No. Appearing: 10 stops across the 
XT’ Value: Immeasurable 

Warning: A horde of TSR' : staff, game 
designers, and authors are headed to a 

bookstore near you, 

They call themselves “The 1 SR Silvei 
Anniversary Tour/' but don t be 
fooled. They have every intention of 
handing out prizes, hosting free 
roleplaying tournaments, and demoing 
upcoming releases. 

If you encounter this group, your best 
tactic is to engage them immediately and 
challenge them to a trivia contest, it is 
rumored that those who win receive even 
more prizes. Perhaps even a $100 
gift certificate. 

The TSRSilver Ann iversa ry Tour is coming. 
Brace for a charge 


Pale 

|_Ok : 1 Lion. 

7/10 

Spokane, WA 

7/17 

Los Airholes, CA 

7/24 

San DiL-vo, CA 


7/31 


8/14 


Store 


jh. i ___ -—— 

Hastings Books, Vid eo fc Music 


B/21 


O maha. NH _ _ 

Novi (Detroit), MI 


[Borde rs Btmks _ 
Borders 13 ooks_ 


Co l umbus, O H_ 
u / 4 Wfl terf ord, CT 
Richmond, VA_ 


9/11 


y /1 s Ch arliitte f NC_ 


M edia Play 
Walden b ooks 


B, nalt im Bauksdlcr^ 


Mi'dia Play_ 


To find the specific store location for the Silver T ^ 6 St ° P 

nearest you, go to <www.wizards.com> or call (800) 324-6496. 
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71k? Dark Ages marked a transition in the religion* practices of the people of the Rrilteh hies. 
The Romans occupied most of Britain for newly four erntnrie?. Under their reign, the British 
people? saw their ancient god? replaced, firisi in./ the deifies of their Roman masters, then by 
the wave of Christianity that swept through the Empire. F.vnt the regions that remained 

targe! t/ free of Roman influence—Such a? I refund and Whies — So follow then' awn 

“ ‘ . . ■■ ■.• 

brand of this new faith under die auspices 


bj^knitkkomsoTi 
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V Jr W 1-| die Anglo-3*mms invaded Britain 

r -II4^K in the mid-fifth century, n seomd 

battle of f.Tilths ensued. As the great Anglo-Sri son kingdoms 
ivere established, the race beLween Roman and Celtic nris- 
sionarii^ began, 3 : <>r their part, the priests o.l the Anglo-Saxon 
god& fought Sinrd i',:r the survival 02 Uwir faith, and conflict¬ 
ing religion*Soon engendered war. 

It way n war di.it the old gods were to lose. By the middle 
of H e seventh century, they had alt but vanished. Leaving 
ui'Jy the two Christian churches to continue the battle for 
supremacy With the Synod of Whitby in 6f>4 ajx, Lht: Komar i 
church once agatn gained control. 

Roseplaying opportunities involving tlv religim^ sihrahon 
ot BiviJiui in die early Dark Agckare plentiful. .VTSHSi^nrtriea 0# 
both Chris Lain church.cs often worked with thi* people thf-y 
were attempting to convert,providing npporitjciities to have 
priests of opposing faiths working in Lho same purtv. Even 





after Christianity was ‘established within Anglo-Saxon nrl- 
hi m, many pagan better's still held, leading Christum priest to 
find meLlrods to deal with conflicting ideologies within hmir 
own congregations. Tn some regions, instead of ousting the 
old gods, Christianity mnn.'lv l I rove them, underground, pro¬ 
dding even mure frustmtions ti ir prints reither fee Hun (and-, 
ol course, mure pin* devices far O.Ms to draw upon). 

Disclaimer Although much nf this material ’5 based on. 
accepted lus£orii.'v:l fact, certain changes and asstiriip Lions 
have boon made by the author- to belter integrate thc.nvi Lcrial 
with the AD&P* game. To addition, inform ahon pertaining 
to religion presents a fantasy translation of [he failhs of ihc 
Anglo-Saxon period and should nol be taken a^ canon. T he 
views expressed by the author an? meant in pmvide the 
reader with a game resource for the period covered ;;,ml 
should not be taken as commentary on any real -lift: religion,, 
whether historical or modern. 

ijii ... . „ 


©be Hnglo-^oxon ^Dantfycon 

iVhiin- nf thi:- gods worshiped by the Anglo-Saxons resemble 
Lhcxsi^ Imer worshiped by the Vikings and other Scandinavian 
people, and noth good reason. Doth groups originated within 
11 w sume tribal group. The familiar Viking pantheon (pre- 
wen ted in ' egwiris ninf Lore) is, in essenee, the pantheon of the 
Anglo-Saxons with about four centuries, of development 
behind it. 

The Anglo-Saxon deities, however, hnve a matriarchal 
organ itfah'nn. Their greatest deities were females, In addition, 
the primary Anglo-Saxon deities had influence over Fertility 
rind the life-death cycle, rather than battle and war. 

T Ito fo l low i ng panihco n i s d raw n f rum in an y d i ffe re n t 
sources. As with the ancient Celtic deities, pinning down 
a comprehensive pantheon fur the pagan Anglo-Saxons is 
not easy. Most authors- ui the period were Christian schol¬ 
ars and monks, their works obviously biased toward their 
own faith I his pantheon H thus o combination of existing 
records regarding both the Anglo-Saxon invaders of 
Britain and the Germanic tribes of Europe ['mm which 
they originated, 

iltrftjus 

(The Harvest Queen, [’he Earth Mother! 

Gred ter power of t tit? Pri me M a ter ini, KC 
Fmrtfaliu: Fertility, the earth 
Symbol: Wheat s3u?af or rom dolly 
Worshipers' Alignment: Any 

Nerthus is ihc chief deity of the Anglo-Saxon pantheon. She 
is responsible for the well being ol ;-_ll creatures, Before almos! 
any ac tivity, the Anglo-Saxons invoke tier name to guide them 
in their endeavors. In matters oJ war, it may bcThimor and 
Tir to which warriors pray lor strength, but it is to Nerthus 
they turn to keep them safe from harm on ihebafctlGfidcL. 
Nerthus is .i benign deity, answering the calls nf her people 


for good harvests and protection from ills. She is not 
Oi 11 n iprcM ■ nt and omnipotent, herwe ver—the a cttons of Id rod, 
Woden, and Thunor conspire against her protections, causing 
Strife among her people where she would have none. 

NerthuiV Avatar (Ranger 15, Cleric 25 } 

Keith us appears, as a wise woman nf middle years, She dis¬ 
dains finery, dressing in the colors nf Iht chestnut hair and 
hazel eyes. Jn her arms she carries the whcat-shcaf thot is her 
symbol, even during the depths of winter. To the murkll eye, 
she appears dream Like, often leaving the viewer, in retrospect, 
unsure whether the vision was rcaJ or Imagmod. 

AC 4; MV 15; hp 250; TI IACTI 3;4AT I; Dmg special (see 
he low); MR 11X1^.; 5/ M;Slr 15, Hex 20 r Con 22, Int 25. Wis 23, 
Cha In. 

Spalls P: 13/12/ 12/12/1.2/11 /5 

Snvps FFJ>M I r RSW 3 , HP 2 r BW 3 , Sp 3 

Special Att/Def: Tt is rare that Nerthtis attacks, instead pre¬ 
ferring hi use her spells to dmnu nr otherwise neutralize any 
who would Oppose her. When she does attack, she ran do SO 
at any range, without seeming to act at all. The eftods of Ibis 
attack cause die large! to make a saving tk.n.m' va_ bpuQ with a 
—6 pemlty or fall into a deep siL>.:p I rom which tliu target can¬ 
not be awakened for up to one year. 

In addition, Nertbus can caLLseany individual to bo rooted 
to the spot and, if she desires, transform iho vis.'iirii into any 
farm of plant life. I here is tin saving throw against this effect. 
Any individual affected by this power entei's a form of sLbisis, 
remaining alive wjfchoul the need for nourishment indefi¬ 
nitely- White in strips, whether in plant or their own form, vie 
tuns can communicate Only tdepathkolly (if possible), and 
only itien ii lhe communication ii instigated by some outside 
force. (A wizard may communicate with a victim of ttfcrlhus 
tlirough tile use of LSP. for example.) Flowers dial bloom out 
of season, or in the depths of die winter months, are often 
regarded as vie Liini- of Nerthus. 
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igm ^lugb*#iixan av 

Theyebr begins with 1h>7 Yule-lide fca^i (MndFarfacL, 
or Mother's Night), in which vvmJiojS inako their vows 
for die coming yeah Ais wetl n>>::;eieHr.ist-inj.: Midwinter. 
Miitli'cuiect als.ei nitirks Lfce birth of lug; child of Miftwtfs 
aniijt Nbrthu*. 

rhe yiiar itself is spliL LnLo two seasons (summer and 
'.vintor}, L=-ijL.h divided into sb. moon fives (months, or 
momydifr). Two of d'n’ b|ggc|| raremdntes. : of the year 
nWk tin: season t: Lida (jYbdsummer) andSeola {Yule, 
hi M:L.v.visilL>L;i. S’.u Ji is the import of 'these ceremonies 
dial: they had tortf:gvtanJ-rmtl hr^f^Lurd moons: Aerra 
Lida and Aefterc ! . : d;i (tlte moons h^fprt: and after 
Lida). arid Ai?mi Cedla .md Altera Cfeloa (tin-.. 1 before 
and after Genlaj, 

The mopen after A^ft’erf? Gente, pebniary hi our mod¬ 
em terms, was named ^ol-nn.ifict+h, or "mi Kith of mud." 
In this moon, during which plowing began, the Anglo- 
^axorsa offered Ner+hus loaves, placed ir> Lhe furrows, 
tu inS|iiiL' tile great Harvest ‘Queen to provide a iHiuilti- 
fu3 crop litter iii die year 

Koxi ta_mc Hrcd^monath, the month of 3! red, in 
whichtLicrifices were made tu the gtiddw* Tin id, the 
Snow Mniden/JVir deliverance .from the daws of winter. 

LosLremioriatb, the monJh of Einstte. corner next. 
"I": i i ■-month was marked by celebrations of new bte 
and re-birth. 

The fifth month was known as Jhri-mike, or the 
time. of three milking? because, as bedc chronicles, 
niiJk-aiw&Svere so (lhundao.i in ibi - month that they 
hod to be milked Lbi'ce timer, a day! 

Thu Mkbuaunei festival consists of the building 

I of bonfires and the 

burning of sacrifices 

August was VYcod- 
monath, or "'weed 
n oiHh.because of 
1.1 1 l- growth of crops 
at Ihis time. 

another time Nfortlms 
Ls revered. 

The .first full moon 

the beginning of 
winter. The following 
moim Ls that of winter 
livestock slaughter, 
mil oh of which was 
.sacrificed tu the gods. 
Thus, iliis moon is 
known as Blol-monath 


Weapons of +3 enchfintnicnt or better am squired Lo harm 
Nerthus' avatar. 

Other MSN fes-ta turns 

In addition to humanoid form, North us can manifest in 
the form of any plant. Such plants are a Sways exceptional 
(the in os L magnificent oak, the most beautiful primrose, 
and so on). 

The Church 

Clergy: Speciality priests only (either her own, or those uf 
lIk: Anglo-Saxon pantheon as a whole) 

Clergy's Alignment Any goad 
Turn UmJead: No 
Command Undead: Nlo 

Priest;-: of Nerttius are the mo?t oi mi monk encountered 
speciality prists of Anglo-Saxon culture, aside bom ihose 
who serve the pj-rnthmn as a whole. Their duties include pre¬ 
siding over marriages find birth-H, Ides sing tin: plowing and 
harvesting, ar.d providing North ljY wisdom to the people of 
their community. They are very much community based, 
rarely 'wandering or adventuring. 

Dogma: t he community and the protection thereof are or 
paramount importance. Priests of Kcrthus work to prevent 
harm Lo their people, and they counsel tigainst mine: vssarv 
battle and see that proper rites ate observed to ensure a good 
harvest and the health of livestock. 

Day-to-Day Activities: blessing of newborns, presiding 
•over marriage and blessing herds and fields provide the 
bulk uf Urn day‘to Jay activities of Nerthus' priests In Limes 
of war, they alw> involve themselves in the organisation of the 
tvrd [army) and its deployment, promoting only conflicts th^t 
lU'c ubsuluLdy necessary for the protection of the community 
Holy Days/ImporlaiU Ceremonies: The month 
of Sol-momtb i, l-cbru.-i ry) heralds the beginning nf 
plowing and planting. To ensure u good harvest, 
special Loaves of bread are placed within the 
freshly plowed furrovvs after btfiiig dedicated to 
Nerthus. Tl 1 is ccreinony to Nerthus is sucoisd oliI y 
to that takingplace in E Ealig-munuth (Sc:pteoi,bo[ , J. 

[n this holy month:, all weapons ;iml armor am shut 
away within the community. A covered wagon r 
drawn by rows, is brought into the center of the 
community by Meet hits' priests. While the wagon 
remains within thr village, feasts and other cele¬ 
brations to Nerfchus dominate the comm uni ty- 
hveidually, tile priests lead the wagon away to a 
ritual place uf bathing, I here, the occupant of the 
wagon (said to he Ner thus herself) is washed by 
slaves. At the end of the i-ereauony, the slaves are 
sacrificed by drowning, for no mortal cnay touch 
the goddess and rerun in ntive. 

En addition, along with Manny s and Ing, North us 
es revered on the festival of Modratiect, Mother's 
Night, the beginning of the Anglo-Saxon year when 
vows are nv.de and renewed. 

t'ricslly Vestments: Priests of Nor thus are not 
given Lo gaudy cost Limes. Like the image of their 
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dicty they wear simple brown. To show iheir wisdom., they 
let their hair [including beards) grow long. They often wear 
corn dollies as bracelets or sew them onto Llieir robes, 

Adventuring Garb: l J rlcsts of Nerthus rarely leave their 
communities. When they do travel, they retain their simple 
garb, confident in the protection their goddess provides them. 

Speciality 1 'nests 
Requirements: Wis 14, Cha 15 
Prime Requisites: Wisdom, Charisma 
Ali^rtJiac-nl: Any good 

Weapons; Staff, Priests of Nerthus may carry a scramasax 
(dagger) hir general use and protection r hut they may mil- 
gain proficiency with it. 

Armor; None 

Major Spheres: AIL, Animal, Charm, Creation, Elemental 
Earth, Guardian, Healing. Necromantic (beneficial spells 
only). Plant Protection, Weather 

Minor Spheres: Divination, Elemental Air, Elemental 
Water, Sun, Wards 

Magical Items: Same as clerics, except barred from using 
fire-based items (except those that guard against fire) and 
items of destructive power. 

Required Proficiencies: Dancing, Herbalism 
Bonus Proficiencies: Agriculture, Animal Handling 

A priest of Her thus can identify poisonous plants on 
sight. From 2nd level, they can detect pm so?] within any item. 
Also at 2nd level,, they gain the ability to calln animals, 
identical to that of a ranger of one level lower. 

*■ From 3rd levet r priests of Nerthus may east a sleep. speli 
three times per day. 

At nth level, Nerthus' priests gain the ability to cast 
tfinrm person once per day. 

*■ From tilth level, any dm rjajjjjasGd spelt cast by the priest 
carries a -2 saving throw penalty {in addition to any other 
penalty in place) and a fleets twice the standard number of 
targets. Against animal or plant-baaed targets, no saving 
throw £s applicable. 

jfintlju 5’ Aprils 

Slumber -of Nerthus 
(Enchantment/Ch a rm) 

Level: 4 

Sphere: Chiirm 

Range: 10' plus V per level 

Components: V r M 

Duration: 5d6 days (see below} 

Casting Time: 4 

Area of Effect: One individual 

Saving phrow: None 

This spell allows the priest to cause the target to hill into a 
deep slumber. For the duration of the spell, the target remains 
unaware of the surroundings and rsnnot be roused except 
diroitgh ihe lifting of the enchantment by .l priest of Nerthus, 
or through the dispelling or other disruption of the spell. 

The spell duration is a maximum of 560 days. The priest 
may state the specific duration of the spell, up to the maxi¬ 
mum rolled. 


Note that priests of Nerthus may not use this spell to ren¬ 
der bin opponent unconscious for the purpose of an easy kill, 
Their doctrine Lolls them that recipients of Lhis spell fall under 
the protection of Nerthus and that they are receiving life- 
guidance from the wisdom of their goddess while uncon¬ 
scious. 

Although the spell has no saving throw, elves and half- 
eJvui retain their return3 resistance to dfiinU-b^d spells 
against the effects of the slumber of Nvrfhus, 

(£ostr t 

\ Li fo-M other, Gjjdduss of the Dawn) 

Intermediate power of the Prime MfiterjaI, I X i 
Portfolio: Life and rebirth 
Symbol: The hare 
Worshipers'Alignment: Any good 

Eostre is the companion of Nerthus, She is responsible for 
the maintenance of the life-death cycles of nature, and the 
births of all creatures fall under her protection. Although 
Eostre is not Ihe guardian of the community, she is nonethe¬ 
less highly revered within LI. 

As the Life-Mother and guardian of ihe sacred cycle, Eosire 
opposes any action that causes death outside the natural 
order. Thus., she and her clergy find themselves at odds with 
ihe faithful of Hrcda bind Thu nor. Unlike Nerthus, Eos L re 
views no battle as necessary. 

Lastre's Avatar {Cleric Til) 

Eostrc appears as a beautiful, golden-haired female of girlish 
or matronly appeeranee. She smiles almost constantly with 
only the knowledge of another Life pointless!y lust causing *1 
shadow to mar her visage. 

Even on barren ground, flowers grow and prosper wher¬ 
ever the goddess has stepped. 

AC -3; MV 24; hp 192; T11AC0 4; #AT 1; Drug paralysis {see 
below); MR 80%; SZ M; Str 13, Dex 24. Con 20, hit 23, Wi3 21, 
Cha 25 

Spells P: 13/12/12/11/10/7/2 
Saves PFDM 3, RSW 1, PF 3, BW 4, Sp 4 
Special Att/Def: Eostre attacks with a paralyzing touch. 
This attack causes no damage, but the victim becomes 
affected as if die Large I of a hold person spelt, with no saving 
throw applicable. The paralysis I a sis for biny length of time 
Eostre desires, up to 1 month. 

Eostri? may also cause the growth of pi bints, with effects 
equal to a double-strength enimigie spell. Finally, she may 
summon 10-100 hares which, although not effective in direct 
coinbat, swarm around the feet ut those opposing tile gud- 

dess, causing them to I use their footing and concentration-^ 

often in highly amusing (for Eos be) ways. 

Only weapons of -s-2 or better enchantment can harm 
Eos tie s avatar 

C >t her Ma n i fcs Lxtions. 

Eostre might manifest in the form of any female creature. 
She occasionally appears as a matronly cow within a herd 
during calving, or as a lapwing or hare during the spring 
season. 
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The Church 

Clergy: Sppov: lity priests only 
(either her own, or Huisc of 
Anglo-Saxon pantheon iw a 
whose! 

Clergy's Align nienh Any 
gpod, usually lawful 

rum Undead: Yes, with an 
extra \db hit dice JiffecLed 
Command Undead: Xo 
hostre's priests are often mid- 
wives of both human and animal 
births. Every community has at 
least one individual devoted 
bnstfc, even if he or she is uut a 
priest. Although birthing cere 
monies are presided over 
Ncrthus' clergy, it is Loslro 
faithful who actually deliver the 
child, often using their 
powers to ensures smooth tran¬ 
sit ion of the newly born 
womb to world- 

11k: v^st iniijnrily of Epstrc's 
clergy are? female. 

Dogma: Life is S^crnjd. 
of Eustre cx^t to bring life into 
the world, not to remove it. 
the accidental squashing of a 
bug brings pangs of regret to a 
follower o L the Life-Mother. 

Day-to-Day Activities: Obvi¬ 
ously. midwifery is the major activity 
When there is no call for this primary function, they involve 
themselves in Lhc: protest against baLLlr end the unnecessary 

los^ of ife- thiS'CAlHKHfc as \VoJ I as i • l ft i L- ra i*U [ i y. a i id ed LI l Vi lion 
nI the children nl their cumnttmity- 

] Inly Day b/lm porta nt Cerem irn ies: Rostne-monath f April j r 
marked by the celebrations of the new life brought bi spring,, 
tn sue:red to host re. During diis time, eggs are pfsmted and 
given as gilts tb fee-^fther ex ten or kept as reminders of 
Entire's presence. During the Dork Ages, the similarity of the 
lapwing's ground nest and the hare's scratch, both very much 
present during Etistre-monath, led many to believe that hares 
laid eggs. Many of Lie celebrations of 3ilo that look place dur¬ 
ing diis part at the year were later adopted by the Giristian 
church as the Easter celebration. 

Priestly Vestments: Simple white robes. Eos he's priests 
often cany a tin, pewter, or wood likeness of a hare bo sym¬ 
bolize their devotion. 

Adventuring Garb: The samt white robes worn dnri ng 
their dav-to-dav activities Priests ill host re uhvavS travel 
unarmed. 

Speciality I ViesTs 
ItCq id rern enfSI lob IH, Was 12, Ctt A 12 
Prime Requisites: Intelligence. Wisdom 
Alignment: Lawful good 


Eos Li e a re barred from gaining 
proficiency' in and carrying weapons. 

Arm nr None 

Major Splieres: A11, Ani m a L Cuardia \\ HonI ing, Neero- 
■,i lantic f bentrfi do 1 spe 11 s tin' y). Pro I vt l ioi l 

Minor Spheres: Cha nig Creation, Diviilu Liixy Elemental 
Water {Note: Priests of l ustre may not cast spells that Inflict 
damage or cause death or disease.) 

Magical Items: Some as l - k:ri l s r except no magical item ihnt 
causes damage may be used. YfulH-function items with both 
harmful and non-harmful effects may be used, but the harm¬ 
ful effects may not be utilized. 

Required Proficiencies: Herbalism 

Eon us PiofsLciencies: Healing 

*■ A + Lsfe level, priests of Eustre must choose one type of 
crenuirc (such as humans, cows, sheep, or horses) on which to 
focus their midwife skills. Midwifery operates on the roll of a 
Healing proficiency, with a roll of 20 indicating that complica¬ 
tion^ hove uccurivd in the birth that may (2tl% chance) result 
so :he newborn's death. E-very two levels thereafter, priests 
add another typo of creature to their list of those they caustic- 
emsifuily deliver. 

-v ['rom ord Level, Loire's priests may cast hdd person once 
per day for every three levels attained. 

At 5th level, a priest may communicate with bares, ns 
per the with .7 nimah spell. They may also employ hares 
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£o perform simple tasks for them (collecting healing herbs, 
carrying messages lo other pries Is of Lustre, and so on). 

* From Ath level, lhe chance that a newborn will die a* a 
rcsu]L of a birthing complication is reduced +0 5%. 

(Sostrt's Shells 

Ivfidw Lfery 
(Tmh; roman Lie) 

I *evel: 3 

Sphere. Healing 
Range: Touch 
Components: V, M, S 
Duration; I rousid 
Casting Time: I 

Area of Effect: One mother and child engaged in ohildbirth 
Saving Throw: None 

By casting this spell upon the mother and child jL the 
moment of child births the priest ensures the child is born 
healthy and that no complications result in the birthing 
process. Through use of this spell, a priest of Eustre does 
nol need Lo make (he normal Healing check for midwifery 
purposes. 

The spell can also be used to alleviate complications that 
arise during a birthing. The H-pell must be cast immediately 
once the priest is aware of such a complication, such as the 
round following a roV. of 20 on a Midwifery/Healing roll. Use 
of the spell in this manner removes the complication, but it 
does not ensure IhaL the rest of Ihe birthing process goes 
smoothly, in effect., the priest gains a second chance io make a 
successful Healing proficiency check. Of course, a second 
casting of the spell negates the need tor this roll. 

! .ifegivzng 

(Necromantic) 

Level: 6 

Sphere: Healing 
Range; Touch 
Components.: V, 5 

Duriiti-UEL: 24 hours fur p-urinaneEit; ytfi* btrluw) 

£ lasting Time: 2 

Area of Effect: Cine individual 

Saving Throw; None 

This spell affects an injured, diseased, or otherwise harmed 
individual in the some manner as if he or site had received 
tEie benefits of a hoif spell. 

If c?st on a healthy target, the spell preserves the f sight's 
life for a duration of 24 hours. During this period, the Spell 
may counter one of the following harms: poison, disease, 
curses, death by injury, or the effects of /pjinn and s/rii/ living 
spelts Note LhaL lifegivhig docs not pro Lee t against a Jcs/rjic- 
tion spell, 

'ihe iifi?ghuti% spell protects against death by binding the 
individual's spirit lo the body. When mortally harmed, the 
individual collapses, stops breathing, and is-Tor ail 
intents and purposes—dead. A acted life spell ora priest of 
Eostrc can recognise certain signs that .say otherwise. As 
^ong as the individuaTs hit-point totri] is raised above zero 
through magical healing or with the use of a Healing 


proficiency check made by a priest of Eos ire before the 
dura Lion expires, dealh does not actually occur and the 
victim awakens. Of coL^rse, causing extensive bodily harm 
to the Large l might make Lt impossible for the hit-point 
deficit to be recovered. 

Sjrtb 

(Snow Maiden) 

flll<M'mediate power of the Prime .Moferial, Lb! 

Portfolio: Winter, cold 

Symbol: An inverted spear head of cold iron 

Worship ecs 1 'Alignment: Arty 

Hied is the bringer of the snows and frosty, the final 
slayer of the new life that arose in ihe spring. She is a 
malevolent goddess, killing wiibouL mercy dtiring winter. 
She. is the antithesis of Eoslre, representing the end of the 
life-death cycle while the latter presides over its begin¬ 
ning. Of all the Anglo-Saxon deities, only Woden main¬ 
tains any kind of relationship with Hred, for she presides 
over Lhc portion of the year in which magical power is at 
its strongest. 

1 1 red's Avatar 

{Cleric 20, Wizard ]&, Thief 20) 

Hred appears as a pale-faced woman of advanced years. Her 
hair is whiter than seiu w, and the piercing blue of her eyes can 
freeze ? man'^ heart, She dressy in rubea seemingly made ot 
purest ice, but she alsu occasionally appears J raped in tin; 
hides of the wolves that are her servants. Rarely is Hred seen 
without her companion, a huge winter wolf of double bit dice 
and maximum hit points, ha her left hand, i [red carries a lung 
spnrr-i-4 crafted entirely from void iron. 

AC -6; MV 24; hp 190; TE EAC0.-J; £AT 2; Drug Id 10+10 
(Strength bonus), +4 (weapon bonus'), plus special; MR 75%, 
and sec below; SZ M; Sir 22, Dex 20, Con 25, Tut 20, Wis 20, 
CEia 19 

Spells T: 12/12/ El/ 10/7/5/3; W:5/ S/5/5/5/4/3/3/2 
Saves PI 1 DM 4, KSW 4, [V 4, BW 4, Sp 3 
Special Att/Def: Hred can aback twice in a single round 
with her spear. In addition to the damage this weapon 
indicts. It requires the victim to make a successful saving 
throw vs. spell at $ -4 penalty ur become totally numbed with 
cold. Numbed victims cannot act for 2d6 turns and lose Ida 
hit points per round due to magical frostbite. Such is the 
intensity of Hus cold that even creatures normally immune to 
cold attacks are affected, although tti+y are numbed tor only 
Id6 turns and suffer only 1H2 points ot damage pet round. 
This numbing effect automatically affects anyone who dares 
gr asp her spear. 

Any cold-based spells cast by Tired have twice the normal 
duration and inflict double damage. 

Hred may summon 2dl2 wolves lo aid her at any time. 
These wolves appear within Idb rounds and are of the largest 
size with maximum 3ul points. 

The Snow Maiden is completely immune to cold-based 
attacks, including ihe effects of her spear. 

Weapons of +2 or greater enchantment are required Lo 
strike Hred's avatar. 
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Other Manifestation^ 

E Ired might also appear as a gigantic white wolf or a blister¬ 
ing snowstorm. In wolf form, She can strike with both claws 
For 1 dti+Kl points of damage and may breathe upon a single 
target once per round; her breath has the same numbing 
effect as her spear, En snowstorm form, she affects all within 
Lire area wiih her numbing at Lack but can cause no other 
direct damage. 

Tire Church 

Clergy: Speciality priests only of cither Hred or the Anglo- 
Saxon pantheon 

Clergy's Alignment: Any evil 
Turn Undead; No 

CtPiTiTTiand Unduad: No 

Although the Anglo-Saxons pray lo Hired for deliverance 
from the fury nf- winter, dedicated followers of the Snow 
.Maiden are rare. I‘hose faith ml few tend to be loners of the 
wilderness, often named i l:l: witches by the CuitWi uni tins that 
suffer their neighborly attentions. 

Dogma: The cold of winter is sacred, and lives claimed by 
it belong to Hred. The ultimate goal of Hred and her minions 
is to return the world to an eternal winter (ice Age). 

Day-io-Day Activities: Thy SnOw Maiden's servants have 
few daily duties other than the constant search for the return 
of eternal winter. During winter., al l speciality priests of the 
Anglo-Saxon pantheon must perform an animal sacrifice at 
least once per week and must engage in prayer to Hied each 
evening io protect their community from Lhc deathly cold of 
winter nights. 

Holy Days/lmpo riant Ceremonies: Hred-inonath (March) 
is sacred to Hred, and at this time lined's faithful pray for tire 
coming of the nexf winter. Others celebrate the deliverance 
from the winter just ended, sending prayers io Hred in 
LhLinks, for their survival. 

Priestly Vestments: Rubes of while, often (ari mined. with 
wolf fur. Decorative jewelry of iron is also worn, en graved 

with4jr lashiLined in thy form of Hind'ssyitibol- 

Adventuring Garb: Armor of iron, or hide or leather armor 
reinforced with iron, worn beneath white cloth or wolf-fur 
n>bes or cloaks. Iron spears am always carried. 

Speciality PHosts 
Requirements: Con 12, Wis 9 
Prime Requisites: Constitution r Wisdom 
Alignment; Any evil 

Weapons: Any non-bludgeoning weapon, but proficiency 
in speyr must be taken before any other 
Armor: Any iron or iron rein forced armor {for example, 
iron chain mail or iron-studded leather armor) 

Major Spheres: All, Elemental Water, Elemental Ain Heal¬ 
ing (reverse only), Protection,. Sun (reverse only}. Weather 
Minor Spheres: Combat, Divination, Necromantic 
Magical Items: As per cleric. However, no item that uses 
heat or fire may be used, 

Required Proficiencies: Survival, Weather Sense 
Bonus Proficiencies: None 

* All cold-based spoils are cast with one parameter at 


double strength (e.g., double range, double damage, double 
number of targe is r or double area of effec tf 

Speciality priests of Hred receive a +1 bonus to saving 
throws vs. cold-based attacks, and such attacks cause -1 point 
of damage per die- 

Speciality priests of Hred can use the following wizard 
spells, following the rules for priest spell memorization and 
casting: 1st level: chill touch; 2nd level: icc knife; 4tli level: res 
slam r, imll of ice; 5th level: cone of cold■ 6th level: Qiiluke's freez¬ 
ing sphere, 

■v Prom 5lh-level, priests of Hred are Immune lo natural 
cold-based attacks. 

From Sthdevel, priests of Hred are immune to magical 
ool<M»awd attacks, 

^rsti’s spells 

Hred V Touch 
(Abjuration) 

Level: 3 

Sphere: Elemental water 
Rangerlouch 
Components: V,S 

Duration: ld6 rounds +■ 1 round per level 
Casting Time: ?, 

Area of Effect: One target 
Saving Throw: Neg- 

A victim touched by the caster of this spell (requires an 
attack roll) must make a successful saving throw vs. spell or 
become afflicted with a numbing cold. Numbed victims can- 
no I act other than to drop io the ground in a. shivering fit. hi 
addition, the intensity of the effects of the touch inflict ld4 
promts of cold damage per round, excluding tire initial round 
in which the victim was touched. Creatures immune to cotd- 
based attacks arc not affected by this spell. 

Jrlesh to Ice 

(Alteration) Reversible 
Level: 6 

Sphere: Elemental water 
Range: 5 yards/Level 
Components: V P $, M 

Duration* Fur [nan. vn l 
Casting Time; ft 
Area of Effect: One creature 
Saving Throw; Special 

Through use of this spell, a priest can change any type of 
flesh into ice. Carried and worn possessions of the target are 
likewise turned into ice- Creatures turned to ice form luvh ob¬ 
ject to the normal durability nf ice. If in a warm location^ for 
example^ they begin Lo melt A creature returned to flesh after 
suffering damage in ice form might have deformities or 
wounds reflecting such damage. A victim in ice form is inert, 
possessing no awareness, and no form of communication can 
contact them. The material component for this spell is a small 
piece of icc or natural glass. If glass is used in place of ice, the 
victim receives a +4 bonus io the saving throw. Hie compo¬ 
nent is consumed during casting. 

Thy reverse of this spirit, re,: to flesh, can Lie eas t only on a 
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cnsature that ha* been affected by a fit'*}? U' ky spell (ft ainrot 
be used to transform norma] ice into flesh.) The spell restores 
the victim to his other normal condition- Upon returning to 
flesh form, the victim must make a successful System Shock 
mil to survive the Ira nsmutation, This spell might be gran ted 
to priests other than those o: Hied, ns 1 ting as they have major 
access tn the Elemental Water sphere, 'thematerial compo¬ 
nent for this L-ipi.'i I is a piece of earth and a single possession of 
the recipient. Both components are cons□ mod during casting. 

ilTannus 

(Father of Man) 

Lessen power of the Prime Material. N 

Portfolio: Humans 

Symbol: A spear, point upward, with a shaft of oak. Also, 
the first nine of the fulhark (Man), 

Worshipers" Alignment: Any 

M annus is the consort of Netthns. The first humane were the 
child run of Mannus and Nerihu^ Marmus provided their 
sfmpe and attitude, and Nor thus breathed life into them. His 
interests lie solely with the development of his children, con¬ 
stantly requiring them to test mid prove themselves through 
their arhievemenIs. In this, he is a neutral armfer — those who 
succeed and surpass their fellows aught receive his blessing: 
those who do not an? ignored and denied his protection, F Te is 
thus a major impetus for die development and betterment of 
men, as his children strive to retain the goad will of their father. 

Via linns' Av ,i L n r ( F i }\ h tn r 25, Cler i e 2(1) 

Mannus appears as a wandering scholar and tutor or as a 
warrior of kingly bearing. In his scholar form, he occasionally 
singles mil humans of achievement,, providing them with 
counsel and tutelage. As a warrior, he might manifest within 
die ryt'd ninny) of one he favors, aiding them against foes 
who have lost his Mossing. Through his interference, kings 
and kingdoms, may fall, tn be replaced bv Those he sees fit tn 
rule instead. 

In '-vlmlar form r he carries an oaken and wears ssm- 

pie brown rnhes. In warrior form, he carries a Jong spear +3 
and wears a chain hauberk and the dnsed-faee helm worn by 
kings. 

AC -4 (robes) or -& (hauberk)- MV 15; hp-210; T13At 1) 5; 
#AT 5/2; Drug ldbkl-1; MR 50%; SZ M; Sir 23 r Dux 2D, Con 2D. 
lilt 19, Wis lb H Cha 23. 

Spelts P: 11/ 11/10/9/7/5/2 

Saves PPDM 5, RSW 5, PP 5, BW 5, Sp 5 

Special Att/Def: In scholar form, any individual who 
receives Maunits"s tutelage, even in a brief encounter, 
receives sufficient experience points to achieve the next level. 
If -via nous appears within a tyi'd in warrior form, oil mem¬ 
bers. of that unit arc afferted by a iripie-strength bhss spell ( i-3 
to all attacks, saving throws, and morale checks), while their 
opponents are affected as if by a triple-strength curs’spell. In 
addition, any opponent facing Mannus himself, if lhaL oppo¬ 
nent is currently out of favor with the deity, finds things 
going, horribly wrong. The victim receives no Dexterity nor 
shield benefits to Armor Class- Also, should the victim miss 
.in attack roll against the god, the victim drops any held 


weapons. Additionally, other unlucky events might befall the 
unfortunate, subject to the D.M's judgment. Examples include 
tripping and killing in. the mud of the battlefield, a slipped 
helm rendering the victim unable lo see, and so forth. 

Other Manifestations 

Mimnus cxospomdly manifests in the fqmi ot an owl, circling 
above a field of battle. In this form, he may bestow Ids (ifess 
and ciiT5t r efforts (as above) on the warriors below, but he may 
participate in the buttle iri no other way. 

The Church 

Clergy: Speciality priests of ManiiUS or ul" the Anglo-Saxon 
pantheon 

Clergy's Alignment: Any 
Turn Undead: No 
Command Undead: No 

Manlius’ 1 clergy are the map [rational personages within 
their communi ty. Th ey advise p eop I e to fu rthv r thd r goa I s 
and improve their standards of living. This ^xasionally puts 
them at odd* with the clergies of Nerthus and Eos he, espe¬ 
cially when the goals they promote Involve instigating 'A ar. 
Maraud/ faithful always command great respect within their 
communities. 

Dogma- People arc not perfect but must constantly strive to 
be so. Those given to complacency or sloth are cursed in. the 
eyes ut their god. 

D+iy-to-Day Activities: Driving themselves and rheir com¬ 
munities Lo bettor and bolder iichiuvuments fills most, of Man 
nus r worshipers" time. They teach their people to set higher 
and higher goals for themselves preaching that Mannus 
guides and protects only those who aim liie highest. 

Holy Days/Irn porta rt Ceremonies: Mod ranee fc, die new 
year festive], is presided over by Man nus* ctergy as vGw$ and 
promises are taken by the community tor their achievements 
in the coming year. 

Priestly Vestments: Within their community; Mannus r 
faithful dress after the fashion of their god's scholar form,, in 
simple brown robes. 

Adventuring Garb: Although not limited in armor choice, 
priests of Manniis often wear a chain hauberk, after the fash¬ 
ion of the warrior manifestation of the deity. They always 
carry spears. 

Speciality Priests 
Requirements: Wis 9, Cha 10 
r 3 rim£ Requisite: Wisdom 
Alignment: AnV 

Weapons: Arty, but must take proficiency in spear first 
Armor Any (chain hauberk preferred) 

Major Spheres: AH, Combat, Creation, Guardian, Protection 

Minor Spheres: Charm, War 

Magical Items: As per standard dork 

Required Proficiencies: None 

Bonus Proficiencies: None 

* A priest of Mannus may not possess a non weapon profi¬ 
ciency with a target number lower than 14. If the relevant 
ability, with ite check modifier, provides a target of less 
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1 j'i jji 14, die priest must spend 
or in ugh slots I'.. 1 raise die target to 
14 or m ore. * 

^ From 3rd level r a priest iniiy 
ns-LatilSy know the current 
standing of any iindividual 
vit:wt:d in Lite eyes oi Manmis. 

-v A (so from 3rd level., mu 
spt.-]I l jwL against an individual 
nut l i favor with Mianmis carries 
a -I saving throw penally, f 
applicable. 

^ Frmri 3 L:l level, a privet may 
vise lT spvL i;il J.'. 1 !spa I' thill pro- 
1 , ides a -1-2 hnnib. Only those in 
gave® with Murmus can receive 
I hi--. benefit. The power ts usable 
once per tiny Lor every 5 levtds 
attained. InnII other respects, the 
power is -ema^l to Lhc standard 
fes spell. 

Air 8th level .me. above, all 
beneficial spdb ca?it by a prJcs-t 
oi‘ Mann us upon tine favored by 
tho god are nl double potency. 

3 his ciffeet-• filly hoi 1 .us clue, bill 
does not affect rongu, duration, 
and so cm I or example, a profit 
tiou fwm evil spell yields a 4 
pea. 1 11 y I'- > e v I ere a 1 11 res'' ;l l Lack 
rolls and a -4 bonus 1o saving 
throws vi. I heir 3 thicks. 

from I2tb level, a priesL 
may bring his or her duiLy's 
attention to any individual wor¬ 
thy of sped* I at lent ion, eilhuf positively or negatively 
Whether the subject actually receive^ favor from Mannus is 
subject to DM judgment. 

Wo ben 

I, Masteroi Magic:. 

I .esse r pou\ ■ r pf the t 1 r tme M a te ria 1 , N 

Portfolio: Magic, knowledge, guardian ot the dead 

Symbol: A blank limestone; the crow and the raven 

Worflh ipe rs" Al i gn ment: Any 

Woden is the god of magical wisdom, learning, and knowl¬ 
edge. He is also the guardian of the souls of the dead. It was 
Woden who leveled the uses of runes In mortal men, himself 
h; :! y ] 11 j i ( :i li Ltd re d ard v ou s h -s Is i. c. go in I he know ledge 11 11 1 s, 
the runic alphabet of the Anglcv-Saxons, the l uthark, is sacred 
to him. 

Woden es a deity ot Imr neutral sty, E wry thing he does 
serves ui> own schemes in some way. In Lhis respect, he is 
offer i .i t od ds with Ma m ms. 

b nitons and Celts soifie times mistake Woden with their old 
deity, Cernunnos, the Lender of the Wild 1 hint. In Lalcr cen¬ 
turies, Woden evolved within the northern European Ger¬ 
manic faith into Lite god Odin 


Wndeii^ Avidar (Wizard 30. Rogue 20) 

Woden appear^ .is a talk rugged man. I le dresses in wither 
beiiltn clothing of lather and coarse fabric. He -wears a tall, 
battered, wide-brimmed., conical, mack hat adurnvd with the 
UMthers of ravens. Crow a no toven leathers also derumle Lhe 
shoulders and upper hack of his long, threadbare cloak. His 
straight hair is raveri-hliii k. and '.hough he has no beardj he 
appears unshaven. Wbdms avatar has but one eye, his right 
eye hear-ng scars from the .it tack of a large bird. 

Woden always travels with a mnjr.Yntt# -2 engraved with 
■ 1 1 l; twenty four re.nos oi lhe fuihark in winding pattern--, 
along i is lung Hi. 

AC -fi; .VIV 24; hp ISO; 'LHACO WA'E 1; IJmg UlfK9; MR 
lOfi'-l.; Stf M; Sir 19, I to Con 2H, Ini 25, Wis 2d, Cha 19, 

Spells W; 7/7/7/7/7/7/7/W^ 

Saves m >M 3, RSW 3, PP 4, BVV 3, Sp 2 
Special Alt;Dei: if the mnein aster kil (presented m 
DkaCON' t \iQ$azme issue *2-57) is available, Woden operates ^- L ' 
a wizard under the benefits <mhJ restrictions ot that kk. He has 
knowledge ul all wizard spells, even those ncwlv created by 
mortal praclilitwioisof magic 

FiU'h of the tv.'i'nl -four rimer engraved upon his staff has 
a particular effect that Woden nv-y call upon at any lime, one 


O Xrt 'Vi :«n :'-:j : ■ a? 


effect per round, as long as he it? wielding the item. The 
effects are: 

^ Evfan (Self): ^r L m? change 

*■ Gy hi {Partnership): churn person andcftarm mroi ,.stem 

* Os (Signals): dairwymwe and cteirnudietice 
+ Tithc-L (Separation): repulsion 

+ Ur (Strength); stmtglh 
Feorth (Initiation): dream 
Myth (Constraint): shiv 
+ ing (Fertility): tittrnction 
■ v Eoh (Defense): gfahc of invuhierabiiitif 

* hoth-setg (PrateohoTi): speJJ 
■*' Feoh{Possessions):/^™^ 

Wvn (Joy): Tnsfw's \ftiah r tn j I ■!If? h‘hirico-us hu$ /r ter 
*■ Ger (Harvest): plant gftmtth 
■** Cen (Opening): passzuaU 
■* Tir (Warrior): ii' ,<j scr k !yi{?wmi i l ,t t re t j 
^ Ik 1 on: (Growth): 

Eh (Movemen l); /fe 
+> Lagu (Flow): ihm iflfep 

* Haegl (Disruption): AftmJrpffcninppi'i: disjunction 

* Rad (Journey); f ekport without error 

* Thom (Gateway): momttr sumfiiimmft Vf 
- v E>aeg (Breakdi rough): foresight 

* Is (Standstill): twltt r-mr/ir and hold mother 

* Sigel (Wholeness); rrmr.^fr?^ 

All effecEs operate at the 30th level of magic use. 

Other .Marti fast ,i lb in* 

WI-ljLl: traveling the earth in search of lore, Woden uecasion- 
ally assumes the gnise of a large, one-eyed crow or raven. 

Hie Church 

Clergy: Speciality priests of Woden or die Anglo Saxon 
pantheon, wizards, nuiemasters 
Clergy's Alignment; Any 
Turn Undead: j\b 
Command Undead: No 

Unlike many other clergies, Wooden's faithful ramly involve 
ihemsdves in providing advice to their lords and communi¬ 
ties This is not to say they never provide advice, just that 
they wait until advErc is asked for, in which case they usually 
ask for some form of payment, 

Woden's priests are almost always loners, wrapped in their 
constant studies and lore-gathering exercises. It is not 
unusual for a community (ha! is home to one of Woden's fol¬ 
lowers to be entirety unaware it has a priest, the individual in 
question being regarded as a mysterious hermit who disdains 
unwanted visitors. 

Dogma: Knowledge is alj-important, and any form of suf¬ 
fering is worth enduring to gain it. Magic is a sacred art form 
not to he wantonly abused, 

Day-to-Day Activities: Tin- gathering of lore- Ls the single 
most important activity of Woden's clergy and It is rare 
that they engage themselves in activities outside of this dri¬ 
ving goal. 

Holy Days/Important Ceremonies; Night? of the full" moon 
are sacred to Woden, nn.d during these times his faithful 


engage in cclcbrah vc acts of prayer. Such night? within winter 
months arc especially holy, Out of respect for the guardian of 
the dead, special ceremonies to Woden 4m: pcrfoi-med during 
burial rituals, asking him to keep the soul safe t>n its journey 
into the afterlife. 

Priestly Vestments: Scholar's robes, often decorated with 
crow or raven feathers. Some also W(?ar conical hats after tho 
fa.shirm of their deaty 

Adventuring Garb: Normal traveling garb, again often 
decorated with ctow or raven feather*, brimmed, conical hats 
are also worn white abroad. 

Speciality Priests 
Requirements: Int 12 r WE 5 9 
Prime Requisites: Jjntelligence, Wisdom 
Alignment Any neutral, non-lawful alignment 
Weapons: Staff, sera(dagger), seax (short sword) 
Arniorr Leather or &hiMed leather. preferably none. 

Major Spheres: All, Animal, Charm, Creation, Divination, 
Elemental Air, F-lemental Earth, Summoning, Travelers 
Min or Spheres; Com hat, Eifemcntal Fire, Elemental Water 
Magics! Items: Any permitted for clerics or wizards 
Required Proficiencies: Spdlcntft 
Bonus Proficiencies: Rcad/Writo If if hark 
* If the campaign employs tin: rune-master kit, Woden's 
priests tan utilize nine magic, including the ability to cast the 
&T7&: risk’s spell. 

" v From 5tb level, the priest may assume the form of a large 
crow or raven once per day 

At ftth level, the priest loses the use of hi? nr her right 
eye (usually due to the attack of a raven). The lost eye cannot 
be recovered, even dirough the use of the regenerate .spell or 
similar magic. The print's remaining eye gain? .special3 per¬ 
ception,, allowing the use of m/rmis/mr, deled jruigic, rind detect 
invisibility, each usable three times per d a y. 

*■ At 12tlt level, the priest's remaining eye gains the per¬ 
manent ability of frm- seritiv, 

*■ 1-rgnt 15th level, a priest of Woden may scribe one rime 
per Eve experience levels attained upon his or her staff. These 
runes are permanent and can perform their functions at any 
tune.. One function per round, as It mg as the staff is being 
held. .Possible runic functions include: any spell effect up hi 
4th level; -1 attack bonu?; i l damage bonus; 1 AC bonus; of 
+ 1 saving throw bonus toward rmy one category of saving 
throw- Multiple bonus runes of the same type may be scribed 
(tor example, a loth-level prii^t of Wnden may scribe two ■ I 
attack runes and one +1 damage rune, to provide n total 
bonus of +2 to liiL and --1 damage), 

tTir 

(Lord Justice) 

I osser power of the Prin iv Material, LK 

Portfolio: Glory and honor 

Symbol: A round, iron-rimmed shield. Also, the fifteenth 
rune of the kithu rk {Tir} 

Worshiper?' Alignment: Any non-draotic 
dir is the favored god of warriors, inspiring his followers to 
Seek achievement on the battlefield. There is no gmater dc^ith. 
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in the eyes of Tir, than [hM in honorable combat Tir is also (he 
lord of justice, and it is bis wisdom that kings draw upon 
when judgments must be made. 

'lir is companion to Mann us, Jug, and Thu nor. His micas a 
promoter of war, even though lie does not promote it for its 
own sake, leaves him at odds with Nerthus and Fostre. 

Tn die bier Scandinavian pantheon, Tir appears as thn nne- 
handed gnd Tyr. 

Tir's Avatar (lighter 25) 

Tir appears as a tall, proud warrior-king with flowing dark 
blonde hair and beard. His hazel iLises are ducted with rings 
the color of steel. He wears a chain hauberk of the finest qual- 
Ll>v and often hides his noble features behind the full-faced 
helm of kings. 

Sir possesses a spiK + 3 thaL has the ability to slay fas per an 
iimrw of slaying) opponents of chaotic slignmenL Additionally; 
he carries a .wnx (short sword) stoirpm?ss -3. ITe normally 
wields only his spear in combat but occasionally uses his seax 
oj; rarely both weapons in combination. 

AC -8; MV 15; hp 212; THACO 2; #AT 2 Or 4 (2 attacks per 
rc.i-m'id with each weapon wielded); Dmg Mtfn-13; MR 4(1%; SZ 
M- Str 22, Dex 20, Con 23, lot 19, Wis 20, Cha 19, 

Spells None 

Saves PPDM 5, ESW 5, IT 4, BW 5, Sp 5 

Special Att/Def: Tir is immune to any term of deception, 
rmiridane or magical. 

Ol h cr M unifestation - 

Tn rnfitters of mortal justice. Hr occasionally manifests as a 
seris, appear mg from thin air in l he hall of judgement to 
embed itself in the wood of the bench before the guilty party. 

The Church 

Clergy: Speciality priests of Hr Or the Anglo-Saxon pan¬ 
theon 

Clergy's Alignment! l-^wful neutral or Lawful good 

litm Undead: No 

Command Undead: No 

Th5- clergy count themselves among the thegris and euld- 
ermen of the king's court. Thus, they a ns always part of the 
professional militHry. They advise their lords in matter in of 
war, often promoting a strategy that, while tactically sound, 
has been designed more tn reap glory anti honor for the 
members of the fyrd than to defeat the enemy effectively 

Dogma: The death of a man lies on the battlefield. Tims, 
the sickening and dying should be permitted to ride with the 
lyrd lo gain an honorable death. 

Paramount to the structure* of society ls the existence and 
upholding of law and justice. Those who make a mockery of 
those tenets arc cursed in the view of Tir. 

Day-iu-Day Activities: Advising the king and Ihu wltan 
(council of elders) on matters of war and justice. 

Holy Days/Important Ceremonies: Tir's day (Tuesday) is 
the day of the week upon which Tir is honored. Priests of Tir 
also engage in prayer vigils before any major battle, to ask 
their god for the opportunity for the fyrd to gain honor and 
glory in the coming bl®bdshed. 


Priestly Vestments: Priests of Tu- dress in the manner befit¬ 
ting their station, whether Ihngn. or eolderman. They often 
wear round disks Inscribed with'Tir's rune as pendants. 

Ad venturing Garb; Outside their communities, Ur's clergy 
adorn themselves as would any warrior of their station. They 
wear chain hauberks, and carry seaxes and spears. Many also 
cany a round, metal-rimmed shield decorated with Ur's 
rune. 

Speciality Friosts 
Requirements: Sir 9, Con 8, Was 9 
Prime Requisites: Strength, Wisdom 
Alignment: Lawful neutral or lawful good 
Weapons: Spear, seax, scramasax (dagger), bow {long oi 
short), fi'angisca (hand a*), sparse (hand -ix), frarnoa (light or 
medium lance) 

Armor: Any 

Major Spheres: AH Combat, Divination, Law. Protection,, 
War- 

Minor Spheres: Guardian 

Magical Items: Any permitted to cither warriors or clerks 
Required Proficiendes: None 
Ron us Proficiencies: Non* 

^ Ihiesls of Tir coil cast detect lir once per day for every 
three levels gained. 

*■ Trom 2nd level, a priest of Tir gains a +1 bonus to saving 
throws when disbelieving illusions. 

^ From 5th level, the priest does not need to attempt to 
disbelieve an illusion actively tu gain a saving throw to do so. 

^ A priest of Tir of 10th level or higher, tvhen sitting in a 
hall of judgment, can determine accurately the guilt of any 
brought before the hall. 

iDjimor 

(The Warrior) 

Lesser power uf the Trio so MaLorial, CN 
Portfolio: Might and strength 
Symbol; Thefyflot 
Worshipers' Alignment: Any 

Unlike Tir, Thunor doesn't represent such ideals as glory or 
honor. The pure act of war for its own sake is his domain. 
Thunor revels in war, urging his faithful Lo take up arms and 
prove themselves at every opportunity. In this, he is loathed 
bv Nerlhus and, especially liosLi'e. For his part, he sees these 
dietjes as cowards'who would rather set nicn become weak 
and feeble. Although he is often in the company of Tir and 
]ng r oven those deities txilkal Thunorisbrash, uncompromis¬ 
ing call lo arms. 

In the Scandinavian pantheon, Thuncyr is synonymous with 
the god Thor. 

Tlmntir's Avatur (Fighter 30) 

Thunor appears as a huge man of wild features. His face is 
framed hi a chaotic mass oF blond hair that seems lo writhe 
with m will of its own when the god is angered- His chain 
hauberk bulges over ihe muscular form it protects. In his 
right hand, he wields a mighty sjwar i-4 r forged from magical 
iron so dense H-i.it only one with ThunorT Strength may 
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wield il. Strapped to liiss left arm is a round iron shield 
adorned with the fyfiot thst is his symbol. Again, only lb use 
of great strength may use this item. 

AC -7: MV 15 fly 24; hp 225; TMACO 1; #AT 5/2; Dmg 
2d6-hlB; MR 30%; SZ M; Str 25, Uex 19, Con 23, tnl 17, Wis 14, 
Chalft. 

None 

Sav^; PPDfif 5, RSW 5, PF 4,0W 5, Sp 6 

Special Att/Def: Thtinor may cast Ins *pL.sir up to a range 
of one mi]^. During its flight, the spear becomes ■■'* lightning 
boh, striking for its standard damage plus 6dh points of elec¬ 
trical damage. A saving throw vs. sp^lI reducc'S the extra 
damage by htiEf. The spear magically reappears in Thunor's 
hand J round later. 

When angered, the fyllLiL adorning his shield bursts into 
flames. Thunor has no conscious (XJntn.il over thiseffecl. Any¬ 
one within 3U feel of Lhc burn ing shield suffers 2d8 points of 
heat damage per round. Anyone lunching the ah ield suffers 
4d6 points of fire damage. 

Thunor may inspire a berserk battle rage in warriors. All 
warriors, friend or foe, within 60 feet of Thu nor when lie 
invokes this power must make a successful saving throw vs. 
spell al a 4 penalty; modified for Wisdom, or els*? become 
berserk for the remainder of the battle. The effects of becom¬ 
ing berserk are as described in the berserker kit (Complete 
Fighter's Handbook, page 20) and are summarized under 
berserk iuspiniiioi r. 

Othur Ma n I fesfa I i a n s 

Lightning storms are a sign of Thu nor's anger. During times 
of waj^ die sun is seer. as the sign of Thrnior^ burning shield, 
appearing to inspire his faithful In the heat of battle. 

The Church 

Clergy: Speciality priests of Thunor find the Anglo-Saxon 
pantheon 

Clergy^ Alignment Any non-lawfn l 

Turn Undead: No 

Command Undead; No 

Like Tir's clergy, all of Thunor's faitbtid arc thegns or cold 
ermen, part uf the professional military, They are among the 
most militaristic of all warriors, pushing for war at every 
opportunity. Their prowess on the battlefield often accords 
them great reward and high station, making them closer to 
the king and more influential within the wilan than those 
who offer sounder advice. The clergies of Thunor and Eostn: 
are at constant odds. 

Dogma: BatLle is the beginning and end of everything. 
Concepts of honor are tools the weak use to hide their inepti¬ 
tude. Jalk is for cowardly fools. 

Day-to-Da y Activities: The clergy of Thunor are influential 
within the tbegn? of a kingdom and hold responsibility 
within the fyrd. During times of peace, they pus!', for war. In 
limes of war, they inspire greater and greater feats of battle 
prowess from the members of tlae fyrd. 

Holy Daya/lmportant Ceremonies: TTumor's Day (Thurs¬ 
day) i^ sacred to Thunor, and many battles are planned Lor 
that day for that reason. 


Priestly Vestments: Priests of Thunor are rarely out of 
armor. They wear pendants fashioned in the form of the 
fyflut, nr inscribed with the symbol of their god. The fyJlot 
also appeals on their shields. 

Adventuring Garb: When abroad, the garb of Thunor p s 
faithful differs little from the apparel worn at other times. 

Speciality Series ts 

Requirements: Str 15, Wis 9 

Prune Requisites: Strength, Wisdom 

Alignment: Any non-lawful 

Weapons: Any; but must take proficiency In spear before 
any other 

Armor: Any hut Thunor"s priests may not w^r hdms 

Major Spheres: All, Combat, Elemented Air, Elemental Fire, 
Sun, War, Weather 

Miner Spheres: Animal, Divination, Protection 

Magical Items: Any normally usable by denes or fighter? 

Required Proficiencies: Weather Sense 

Bonus Proficiencies: None 

* Priests of Thunor nlay possess exceptional Strength. 
They also gain a warriors Constitution hit point adjustment. 

* From 3rd LeveJ, priests of Thunor can go berserk, as the 
berserker kit ability described in The iFoiUplde Tighter 's Hand : 
book. 

** From 4th level, a pL'iest may cast ;i lightning Mt once per 
day. The damage inflicted by this bolt is ecjual to 1 d6 point? 
for every 2 levels attained by the pnest (2d6 at 4th-Levcl r 3d«j 
at fith-level, and so nn), to a maximum of 8d6_ 

£Jjunot's spells 

Berserk Inspiration 
(EndwitmecU/Charm) 

Level: 2 

Sphere: Combat 

Range: Special 

Components: V 

Duration: Special 

Casting Time: 'I round 

A it: a of Effect: Warriors within 3Q r radius 

Sa v i rig Th row: Neg. 

by cab ting this spell, a priest causes all warriors within 
range to he affected by a berserk rage. The targets must be 
able to hear the priest's words for the entire round r>f cast¬ 
ing. They are entitled tu >i having throw vs. spell, adjusting 
their rolls for any Wisdom bonus if applicable, to avoid Lise 
effects. The berserk rage lasts until the end of the current 
combat. 

The effects of going berserk are described in The CompltHc 
Fighter's Handbook' pages 20 to 22, hut are Summarized here 
tor convenience. 

While berserk, the following effects applv: 

^ Immunity to dtarmpj^^ri, Jriends, h \jpna$i$m, sleeps irrita¬ 
tion, my Qferifwblm&tt, scare f gens, command^ damn person nr 
mamma I, enthrall, rind; of htmxr\j f and symbol, 

* Gain a. +4 saving throw bonus vs. blhutne$$, To rim's 
uncontrollable hideous laughter, hniti parson, dm nn monster, coifu 
don, and hold animal. 
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-* Immunity hi ihe twu/wjf spoil, unless the fwr dfeci Lj 
vHud, in which a failed t:-n'■->.! IndtcEitos a lifting of the 
berserk rage (but no other fcnr effect). 

-v The effects of a finger vf dwth spud, whether Jn mage or 
actual death, du not apply until the berserk rage passes* 
j v‘ the following spells do not affect a berserk character 
until he or she b fret: from the berserk rage: Mew, <i!1 am 
iwumis spells,.-v/./, hen!, n^riemk, zvhhvr. 

The taunt spell mu lomaUeally affects a berserk character, 
who breaks off cymbal with the current opponent to attack 
ihc castor of the spell. 

^ Immunity to KU results through the Punching and 
Wrestling rales. 

* Suffers only half damage from barcHuaticted attacks. 

* A -t-L bonus to hit, +3 bonus to damage, and -5 hit 
points. 

* The PM. not the player, keeps track of damg|c scored 
agnlrst I he character. Tin - player's only guide to die damage 
his character receives is through the description of blows pro¬ 
vided by the DM. 

.*■ Nomissilu weapons maybe while berserk. 

* Each opponent engaged must bo fought until that oppo¬ 
nent goes down. The berserk L-haracter must then callage the 
nearest foe- 

*■ A berserk character may nnt lake cover a gainst missile 
attacks. 

*■ if 3U Mly attempts on action that may be interpreted as 
an attack against the berset’k character, the latter must make 
.in Intelligence check lu avoid engaging the ally. 

^ When coming out of the rage, the character loses the 5 
bonus hil points (which might drop the character below *ern 
hit points], hour she ealtapses From exhaustion as if affected 
by a ray r,f mfmbtentotti for a number of rounds equal to ihu 
length of time spent berserk, and all spoils cast that are duo io 
affect tbo character after the rage has gone of ifnsf h, cure 

icmi/riffl, and so on) do so now. 

3ittg 

{The Divine Muty) 

Demi power of the Prime Material, LG 

Portfolio: Son and servant of .\erlhus and Manmss 
Symbol: big, the eighth rune of the futhark 
Worshipers' Alignment: Any 

big is the immortal son of Nerlhus and Mamins. As such, 
he spends must of Ids time traveling the land and performing 
tasks fur his parents. 

Ing represent* the commitment of Nerthus and Mannus to 
their mortal children. He walks among humans, providing 
lhe wisdom and aid of his parents whom they cannot, or will 
iuit P provide such directly themselves. 

Iv.y sometimes has a problem balancing the interests of his 
parents in bis deeds- Although his parents are generally allied 
in their goals fur humankind, they occasionally have conflict¬ 
ing agendas, forcing ing to juggle bin acid itics so as not to 
offend his mother or father 

Ing r s Avatar (Hanger 20, Clerk 16) 

fng appears as a wanderer with the attitude of both warrior 


and scholar. JHe always appears clean-shaven but wears his 
chestnut tresses long. A brown cloak of simple design folds 
over his equally simple chain hauberk- fn battle:, he wields a 
$penr h- 2 and a seax t2. Ha& round shield is adorned with Ihe 
rune that bears his name. 

ing has no avatar. These statistics apply to his true form. 
Should he ho slain, bis parents will lull to 1 heir power fo rosnr- 
rcc I their sun- 

AC -A; MV 15; hp J6D; Ti EACO 3; #AT2; Dung tdrH9;MR 
30%; SZ M; Str 19, Dex 17, Con IS, hit 17, Wis 1S,Cha;|fi. 

Spells F: 9/9/S77/4/3/I 
Saves 1TDM f>, RSW 6, PP 5, BVV 6, Sp 5 
Special Att/Def: Ing may influence an individual by .sub¬ 
tly. revealing his divine nature. The individual will not 
(unless big decides otherwise} consciously realize the triiL 1 
nature of due deity. Under such influence, the individual will 
Im Favorably disposed to Ing, listening to his advice above 
that of the individual's normal advisors and treating him as 
a la vot ed son. 

Other Manifestations 

Ing has no other manifestations beyond Ids true form.. 

The C 'h Li it h 

Clergy: Speciality prints of the Anglo Saxon pantheon 
onlv (sec: below), or worshiped by priests of Kerthus and 
Manmasas par. of their religious doctrine- log has. no clergy 
specifically devoted to him. He is nonetheless revered within 
Anglo-Saxon society. Both the clergies of Nerthusand Mor¬ 
als revere him as the son of the deity they worship, and the 
community worships him ns the worker of the will of the 
gods within the.: mortal world. In fact it is often in Lug's name, 
rather than that of his father, that vows are taken as part of 
the ModrartOCt festival. 

Piic Sts of the Anglo-Saxon P.inthfetm 
Clergy: Speciality priests of the Anglo-Saxon pantheon 
Clergy's Alignment: Any non-diaotic 
Turn Undead: No 
Command Undead: No 

The vast majority of priests in pagan Anglu-&i*on culture 
do not ivorship the individual deities of the pantheon but 
rath or serve their community as a whole through worship 
and observance of the entire pantheon. Although they 
respect the speciality priests or the in dividual gods, they 
believe that such individuals are ignoring a large portion of 
Anglo-Saxon faith and ore thus in capable of Serving ihe 
cent i z n u n Lty effect! ve I y. 

The.*’: individuals are even more focused tnu their commu¬ 
nity than speciality priests of Nerthus and Fostre and are. gen- 
crallv more suited 1 r. the role of nonplayer characters within 
an AD&D game. However, some DMs, to create a more "cor¬ 
rect” Angk^Saxon setting, might wish to ignore the speciality 
priests of individual deities in favor of the pantheon priest 
described here. 

Dogma: The pantheon as a, whole presents the beliefs and 
faith necessary lor iho Anglo-Sawn people to lead proper, full 
lives. Ignoring nun part is detrimentl to the whoip- 
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Diiy-t<vDay Activities; Anglo-Saxon priests are vary 
much Apart from the com man Laborers, warriors, Lind iiohk-y 
oi Anglo-SnKcm society. Their only Limits are tied to app*as- 
Lhc gads, observing ceremonies (as described cur the 
individual deities U it: msd ves), and emi due ting Sacrifices 
and rites. 

Holy Days/Imp&rtant Ceremonies: All of the holy days 
described for individual dedies are observed by pandietm 
priests. 

Priestly Vestments: Plain robes. During times of ammuiny 
or periods saeicd In a particular doily, (:he symbol-, id the 
deities currently celebrated are nl$v worn. (For example, 
Eostre's symbols «m- worn during Hostw-munath.) 

Adventuring Garb: Tt is rare for a pantheon priest in wau- 
der abroad, and they do not have any apodal garb tor such 
expeditions. 

Speciality Priests 
Requiretn Erls: Jht 12. ' Vis 14 
Prime Requisite; Wisdom 
Align [inert: Any non-chaotk 
Weapons: None, other than tor use in ceremonies 
Armor: Vane 

Maj or Sph eres: AIJ Y Animal, Cn mtkm, D : vina Lion, li le<nmtal 


Hardy Elemental Eire, Guardian, 
Healing, Ftani, t’roLcetinr, Sim, 
Weather 

JVIsnor Spheres; Combat, War 
Magical Items: As per stan¬ 
dard cleric 

Required Proficiencies: None 
Harms Proficient ji»ij Religion 
t Ai igltvSaxo.il pLintf km. m) 

+ Trieste may not ride stal¬ 
lions, only mares, 

A pries! of tti e Anglo-Saxon 
pantheon may La-,1 ( m augury 
spell on re per week for every 
three lev l:I x a L I;j ined, 

* At otn level, the priest may 
beslou- atm.' i>s per the reverse of 
remove curse) on any individual 
who lia^ offended the gods. 

Ojristiamty 

Christianity plays an importani 
part in a Dark Age:; campaign, 

L he Anglo-Saxon invasion ini¬ 
tial Jy pitted Christian Britons 
against The pagan Germanic 
attacker*. As the Anglo-Saxon 
k i ngd □ m s v. sta bSi s bed them 
selves, the- Roman and Cel lie 
churches sent missionaries to 
the courts of the kings on quests 
of conversion that, by the mid¬ 
dle of the seventh century...we;e 
largely succorsW. Such was the 
importance of some of these missionaries and die king-, that 
welcomed them Ehnt the respective churches canoni/ed 
them. After Christiani£y established MsdJ and the various 
kingdoms begun ho unify into a single English nation, the 
debates began <ss (n which church the nation would if illuw. 
To ignore CEiri.xLiuriflv in a Dark Agtsx carripaign 3s to d[seard 
many opportunities for rolep laying and advent un\ witlrn 
the sot Ling. 

J'hvrc sire two forms of ('hristianiLy in the Dark Ages sel¬ 
ling: the Roman and the Celtic churches. I In: Raman church 
is Uin most powerful, having great influence across the crum¬ 
bling Roman Empire, ax well ax being the primary faith of 
BriLrmx prior to the invasion. The Celtic chun. h was estab¬ 
lished by St. Patrick in Ireland during the early fifth century 
and spread—through the actions of St. Asaph, St Cnlumha, 
St. David, St. Cuth Inert, and others -through Wales, the 
northern AngLcvStUtun and Briton kingdoms, and the south 
and western Pii/ts. Even though the Synod of Whitby, in cift4 f 
decided for the Roman church within England, Christianity 
h- England became a mixture o\ the ideologies of both of 
these churches, 

Ln :hc ADkl) game, treat Christian priests as. lawful neutral 
or lawful good clerics with the bonus prolidem-v of 
Rtia'd/Write i atirv 
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Rbnnon and Cultfc Christianity 

I hf- differences between the Roman and LVItu -churches are 
more n matter ul the (empOrtil then ihespiritual. Eire Roman 
i hurrh frtis 3 sh'ki hierarchy and i^ ultimately headed by ihe 
church of Rome itself The Celtic church, akhcagli possessing 
.1 meitm.liy. was not sir i i^kliy organized and tv ns more indi 
vidnslishr, ryj Luting Lhc authority of Rome but still holding 
Rome m the center of Christianity, The Roman'church, estab¬ 
lished -is lli! 1 religion of the Empire in 317, held much more: 
temporal power t':i;-m its Cehic counterpart, Romanmission- 
ar wb were more aggressive in their pursuit vi conversion- 
Both churches hold the Srime holy days and ceremonies, hut 
their forms of worship differed. 

The Church 

l :\orc are several sects to the Christian clergy ol both 
churches. The nuns Find monks of abbeys nod monasteries; 
missionaries who travel, taking their faith from court So court; 
community priests looking jjfelbe spfritUA) needs of Lh-cij- 
congregation; influential bishops, otten of noNe birth, who 
(idvise king-, nod administer churches within fh'ib area of 
influence; and many others, who Me between these generic 
models. 

Dogma: 1 here is. one God. who was the creator of IEu* uni- 
, i nd to w horn a 11 h li man s m u st \ .iltimately n n swer f l i r 

their d cads. 

Diiy-to-Day Activities: Caring for the spiritual needs of the 
community, praying for thy forgiven ess of the sins of their con¬ 
gregation, and ii dm ini st tii tiny the lands held by their church. 


I Inly Days/fm pur taut CvreTTUmtes: VI os I <:> I the modern. 
Christian ceremonies were ob^-ervud, including Christmas, 
Enster r the Harvest Tbslivni r Lent, ja\d so forth. 

Priestly Vestments: Robey,, of color denoting ruck nnd iv::i 
gioits period currently t'eing observed. The various colors 
within ecclesiastical use include: black (Good Friday), blue 
(ordinary Sunday services), green (weektloys and Sundays 
following Irinity), pale green (baptisms;, purple (Ash 
Wednesday and the last week of I on I, a.lso the enter worn by 
bishops), red {holy days celebrating martyrs, and Whit Sun¬ 
day), white (festivals dedicated to Christ, Maundy 1 hursday, 
mid for all saints except martyrs), and viol el (Advent and 
Lent). Bishops and archbishops also carried staves denoting 
their rank. 

Ad ve pi tu r i u g C r.n rh: While a Li ioa lL.. h ■ I Jo we rs o f the CulUc 
church generally wear robes simitar to those worse at other 
times- Since many pricste of both churches heralded from :he 
ranks of the FtelHermav the donning of armor and weaponry 
is not unknown, 


lan sjwndsfnr run itmch fiFPrc muth'riu$ ahau! mirirfs \lmt dair'f 
exist . He is a freelance tech \r ical mr. 1 1 'r:v and hiMorkai scribbler, mid 
is atrmdljj ii'i: tkv iv Ti/j'.'j'r ProFatitasy Ltd t-ii the forthcwtrifi# 
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NERO International 
RO. Box 744 
MahopacNY (0541 
(914) 628-9497 
NeroTnt@aol.coni 

The New England Rolcplaying Organization ™ is a live action RPG game celebrating its 
ten-year adversary with more than twenty chapters and five thousand members in the U.S. and 
Canada. 

The NERO Game System P allows you to travel between lands in lhc world of Tyrra ™, Meet 
new people, overcome challenges and defeat your adversaries! Will yon choose to be a Rogue. Fighter, 
Scholar, or Templar? Will you be a Human, Elf, Hob ling. Dwarf, Sarr, Half Ogre, Scavenger, or one 
of the other many races? 

Players attend events from Friday to Sunday, interacting with each other and staff, enjoying 
the great outdoors and the life of a medieval adventurer. Strive to become a noble, join one of the 
Guilds, become a well-res pee led adventurer or whatever goals you desire. 

Get away from your tabletop and intn tlie Action ™- 

Tojoin^ find the chapters near you, or purchase El NERO Rule Book O, contact nur headquarters at: 

www.NEROLARP.com ( 914 ) 628 - 9497 
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Part 1 : Atroa, DeLLeb, and KurelL 
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Of’FiifiViHs were fierce warriors 


tv id that they nd 


escape the wars that destroyed 


both the Suel Empire mid P>ak- 


hmish Dynasty, little is known 


about them. Froni what e 


did they come? What lands did 


they rule? What kings or chiefs 


gods know the trite answers to 


these questions. 


ram a lecture given by Porthns 


in llcl Miird, 9 Harvester,J585 
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B etween 19S2 and 19M., the gods 
ot Oerth were examined with 
great detail in Lhe pages ol 

D/wcntf* I'Vu'iV:! ji'j i: i . With m licks by H- 

C.iEiTv CJygjlx arid l.eriard [.alaihka nn lI 
the release ul the I'V^r/d of GmAmM' 
boxed set. m ore than rf x ty de i i ies we re 
presented, thirty-one of them in detail. 

In 1988, JLimes M. Ward's Greyhawk 1 
Atkvutitftx supplement detailed twelve 
of the major gods for 2nd edition 
In 1992, the Greyhawk setting was 
reenergized with with the from the 
A yi’i.!:s boxed set. J he greater and inter¬ 
mediate: gods were updated lor 2nd 
Haiti on, and now we had twenty-nine 
gods ter specialty priests and clerics. 

To help complete Lhe pantheon of 
Ckhyhawk deities., here is the first in a 
series detailing die lesser Oeridian gods 
of Grey hawk, all presented in the Faith 
ami Awlnr* format, Though unable TO 
grant 7th-ievel spells, these powers are 
important on Ovrih and am easily be 
li sad i n any A D&P game cam pa|gn. 

Atroa 

i hd : igor of V: ii £ \v rid Slighter. 
Provider, Shy Gnu,, First Sister) 
Lesser Power of (he Beast tends NG 

Portfolio: Spring, east wind, renewal 
Aliases: None 

Domain Name: Brux/Groveof 
Perpetual Spring 

S u per i o r: Ve In i us (fathc r J 
Allies: thlonna, LThaidknn, Soli I Ion, 
Vilnius 

Foes; Tejchur 

Symbol: Kara tree full of red, ripe fruit 
Worshipers' Alignment: Any good 
A Iron (ah-TKO-ah) i ft the youngest 
of the three daughters of Velnius, She 
h th« power of rebirth and Hie first sis¬ 
ter of the seasons to show her iace after 
Tekhur has his wintry reign. She 
brings the warmth back to land after 
winter's cold grip, causes the crops to 
grow, and brings the warm winds 
from the east. She represents planting 
and self-perpetuation- 
Atroa is a shy god, rarely communi¬ 
cating to her priests or followers. Her 
worshipers understand Lhe circle of 
lhe that she represents—birth, growth, 
death, rebirth. The seasons always 
change, but life and spring always cm nos 
again. Alma azures her pt>op)t> of that. 


A iron's Avatar 

(Mystic IS, Druid 14} 

Atroa almost nevur appears in avatar 
form- A threat to her followers must be 
very great tor this power to set foot cm 
Oerth. When she does appear, Atroa 
takes the form of a beautiful young 
woman dressed in a short, green skirl 
and tunic. A few fresh, green leaves are 
usually tucked in her blonde hair. Her 
features are perfect, more elven than 
human, and her skin ss tanned by the 
sun. Warm breezes constantly play 
about her hair and clothes, keeping 
both in motii.nl. She i£ never armed. 

AC -6; MV 12, tlv 24 (13); hp 145; 
■|HACL) 10; irAI 2; Drag Id 10 (martial 
arte); MR 5i)% (llin% against dm ids SZ 
M (5 tell); Str 17, Dex 18, Con 19, Lnt 19, 
Wis 18, Chr 22. 

Spells F; 10/10/9/9/6/4/2 

Saves PPDM 2. RSW 6, PP 5 BW 8, Sp 7 

Special Atl/Def: Atroa cannot bo 
struck by wooden or natural weapons. 
The wind that constantly blows about 
her keeps any missile weapons from 
touching her. Only mortal wadded by 
hand can hurl her. She can cast up 
Lo two yjjsf of wind spells per round 
in addi lion to any a Hacks or magic, and 
she Lises these to keep her enemies at 
bay. Alroa also has the natural ability lo 
cfr/irjjj anyone at will (sowing throw's 
against thi^ effect are made at a —5 
penalty). This powerful ability effects 
even plves and their kin Atroa uses mar¬ 
tial arts (from Hw Complrt? fighter's i hml- 
haak) if forced to fight hand-to-hand. 

Atroa regenerates 5 hit points per 
round. She exerts complete control 
over any plant or plant!ike creature 
within a mile of her Location, and tre- 
ants have been known Lo fight lo lhe 
death for the god. 

Other Man ifvs hi t ion s 

Atroa most often manifests as a gentle 
gust of warm wind. Sometime* she lets 
her followers know she is about by 
causing grass or greenery to sprout in 
an unusual place, such as grass growing 
suddenly In a snowstorm or vines 
growing out of solid rock inside a build¬ 
ing.. Lhe demonstrations are rare, how¬ 
ever, as Atroa seems reluctant to deal 
with mortals. 


The Church 

Clergy: Clerics, specials priests, mystics 

Clergy's Alignment: NK.UCG. I G 

Tuni Undead: Clerks: yes, specialty 
priests: yes, mystics: yes 

Command Undead: Clerics: no, spe- 
dally priests: no, mystics: no 

The church of Atroa is widespread 
along Lhe joules of the Oeridian migra¬ 
tions to the easl She is widely wor¬ 
shiped in l"11, Kel, Bissel, llie Gian 
March, Keoland, the ULek States, Lhe 
Ctuuily of L rnst, the Great Kingdom (or 
what's left of it), and in the Wolf ■ in lI 
igor Nomads' lands. Other la-ids often 
have filial I shrines dedicated to the god, 
though tiu'v see little vim; ijxcvpt in the 
spring. Many farmers worship lier r 
preying ter a good harvest and an o.irly 
spring- bailors and sea merchants some- 
esmes pay their respects to Atroa and 
pray to her for favorable winds to blow 
their way. The trade winds of the spring 
arte summer which blow from the east 
are often called ,J Alma's breath." 

Temples to Atroa are usually small, 
simple shrines or chapels. They are 
always made of wood and have many 
windows (most of which faro east} to 
allow the wind Lo blow through. 
Carved win teen statues depicting 
Atroa sometimes stand above the 
alters. Each r ha pel invariably has a 
tower with a bell mounted in It for 
ringing out the hour*. Most of tire 
churches have I a rgr- gardens. 

There are two sects of the church of 
Atron: the PHnterings and the bearers. 
The Plan tarings revere spring, the 
renewal of Life through farming and 
animal husbandry, and the warmth 
brought by the eastern winds. These 
young women and men are hard¬ 
working members ot the church who 
use magic and their own hands lo see 
that ihij yearly crops are planted and 
readied. They are most aclive in Lhe 
early year and spend their winters 
preparing for the spring again. The 
Bearers fuivt* taken more strongly Hi 
Alima's portfolio of renewal, spreading 
the word of LIi e god in that light and 
urging Hie proliferation uf the human 
raLe. Almost always women, Bearer* 
revere the family and Lhe: propagation 
nh children, .md they are otten preg¬ 
nant themselves, Bearers often run 
orphanages, treating: each child as if he 


tiG - 5EPTI : V.nn : : 19^9 



or she were: the Atroan's own imd 
keeping them well fed, well rested, 
ajicl loved- They are taught At an tarty 
age die importance of Atroa arid of lite 
itself. Male Bearers are very rare. 

Du^mit A boa's followers believe in 
Mu' ytH?dv.L^> l 1 1 people. Each new thing 
is purl of the eyrie of life. Celibacy is 
fmwiu-d on in the chuicli, Lind marriLige 
is enam raged Lor both its members and 
l li-rgy. Pregnancy is looked upon as 
"die biding o! ALnu/ 1 anil priests who 
beoime pregnant' .ire seen Os I he holiest 
of all Although Ml ere U re lower male 
than female priests i:i Atroa's church 
(about 8!7A;- of the clergy is ferrule), thvy 
are also respected for their own ability 
to hither chiSdren- 

r ~he church also teaches responsibil¬ 
ity. Although Atma r s followers preach 
renewal and rebirth without constraint 
they also believe in nurturing what has 
been planted. Allowing a plant to die or 
a child Logo hungry because of neglect 
are both seen a> great sins. 

Day-to-Day Activities: Priests of 
Atroa are tnosl active in the spring, 
when they trike part in the planting of 
crops. Atroa has no reluctant followers. 
Everyone spends some time in the 
fields pi noting seeds, pul ting weeds, 
digging canals, or maintaining die 
fields. The clergy of the church tend to 
the fields throughout the spring and 
summer, and many of them become 
L-]uUe learned in Lhe areas of crop mtn- 
i : ion r icrLitization, irrigation, and agri¬ 
culture in general. 

Many pries is of Atroa (especially 
bearers} are midwives. 

Holy Days & Important Ceremonies: 
Morning prayers and thanks to Lhe 
Wind-Daughter fur another day and 
another season are important Lo the 
clergy of Atroa, Working in the holds is 
considered pruyeir, and lhe mantra 
HIk'ssed be this ground" is often recited 
while doing so. Priests bless newly horn 
children and newly formed families, 
and they preside over funerals, preach¬ 
ing that even the dead will someday 
come again. 

The tuillest day of the year is the 
Spring Feast, which falls on the 4th day 
of GmwfesE (Spring Equinox}. This is a 
d L ry of prayer, rest, reflection upon the 
last year, and thoughts of what the new 
year will bring. Almost as important is 


the entire festival of Crow test, when the 
clergy of the church are busy plant¬ 
ing. lhe week is hi led with days 
full of back-breaking work, fol¬ 
lowed by evenings of song, 
prayon food, and drink. 

Only Godsday. the 4 th of 
Grow rest, is set aside as a 
day of rest during this 
time, breaking the in I a u t- 
ing into two short half- 
weeks and making the 
work seem easier for all 
involved. 

Major Centers of Wor¬ 
ship] I I'.e Temple of Lhe 
Children is the largest tem¬ 
ple of Alcoa in the Fianness 
Situated in the city c?L Cradsul 
in the Kingdom of Ken-land, this 
large, wooden structure competes 
with thy Fuaming Tt>wer (the L:rnpIe 
of Osprem, also located in Oadsul) for 
followers. Since most soil ms want the 
blessings of both gods, the chu reties 
have many members that belong to 
both. The Temple of the Children also 
serves as one of the greatest orphanages 
in Keoland. 

I'iie Trade Wind Chapel sn TTigh 
Maid re th in Lhe County of Umst i s the 
second I argent At roan temple- This 
place caters to sailors and ships and has 
grown since Lhe Grey hawk Wars as 
more shipping bypass Nvrnnd for Lhe 
Unist TitateS- 

AfflMated Orders: Atiwi's churcli has 

3i i.i ztffi Elated orders. 

Priestly ViWlrnents: I 'li-rgy of ALroa 
usually wear simple farmers' clothes 
and green wide-brimmed hats Lied 
tightly to their heads. Sometimes they 
wear green cloaks covered with ted 
dots,, and they almost always wear 
leather gloves La work in the fields. For¬ 
mal dress includes green, knee-length 
robes with short sleeves [usually 
halfway between the wrist and elbow in 
Length) and hoods. The clergy believe 
Mint whatever they wear, it should not 
get in the way of the day to day busi¬ 
ness ot work. 

Adventuring Garb: A Loan clergy 
usually dress like tanners, though often 
wearing green, wide-brimmed hats L md 
gn i'v arid red cloaks. Altoa's holy sym¬ 
bol is worn prominently at the neck nr 
on the hatband. Clergy who chouse to 



wear armor usually chose plain, 
unadorned Leather ami or. 

Specialty Priesh; 

t’t i ret 1 .n Lki u g 1 1 Tors / Suj is) 

Req ui rejn enls: Cons li t u Lion 1 1 
Fri me Requ isites: C.Oj^LituU0E\ Wisdom 
Alignment j\U 
Weapons: Ain 1 nonmetal 
Armi.it? Any nnmnelat 
Major Spheres: All, Animal, Creatinn, 
Healing, Plain, Sun, Weather 
.Minor Spheres: Dh mahon, Time: 
Required PmficiLucies: None 
Bonus Pnoficieneies: Herbalism and 
either Agriculture (Flantt:rings) nr Heal 
ing (Bearers) 

i Hal flings can become Green 
Daughter or Sgn?, but this is relatively 

fun.:. 

1" All Green Daughter or Sons gain a 
bonus of +2 to saving throws vs, aging, 
withering, or rotting, If no saving throw 
is usually allowed, the Green Daughter 
Or bon stl 11 rcccLVi^ a saving throw with 
no bonus. 

1 At 3rd level, thv Green Daughter or 
Son car, cast^Li-t t.'f itdtid nrure per day 
for every r I hive levels ul ability. 

I At bth level, the Grevrt Daughter nr 
Son rcyic^fnvfCS I hit point per turn, .even 
if killed. 

A112th level. Green Daughters and 
Sons can cast rcjcrzcmfc once per day 
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Delleb 

11 hi i .11 u! H-. I'lLil.i r. ha gc- i > I i/f i ■ k ». k ! s, 
Tlu.' ( ":>ixl Sii varit I 
1 esx i' Powvi i. il ML Co I os tin, [ (.! 

Portfolio: Reason, Intellect 

Aliases: None 

Domain Name: Solania/The Great 
Library 

Superior: None 

Allies: Bnccoh, St. C uthbert, Li if. 
Zuoken 

Foes: Syr ul, 1 lex (or 

Syitibnl: Open bonk 

Worshiper? 7 Alignment: LC. 

Dd.lcb (DELL-eb) is the gnd uf sages. 
Hi: .sen mis for knowledge, frx:ely given 
and freely received. As a god ot intel¬ 
lect, III 1 believes LzlllI all o! his followers 
should hone their nil lids to Lhe fullest 
extent and then teach others to do the 
jirinic. Ho Is sometimes called the most 
honest or gods, for he neither lies nor 
spaak* a half-truth. 

He arid Synil, theSizlnisi: god ol lies 

:iml il LI'L'kt, tlMVK 111 Mg Un-Tl NVrlltt. "I'tlL* 

two have- warn'd among themselves 
since long before the Rain of Colorless 
Fire and Invoked Devastation over a 
thousand years ago. 

Delleb loves riddles and puzzles, 
though they "alee him little hrne to solve. 

I le Ns never been tricked, though many 
have toed Delleb never tires of outwri- 
ting his enemies, although lie yearns lor 
a true mental challenge, 

Pelleh's Avatar 
(Mage 20 r Cleric 15) 

Delleb's avatar appears as a tall, thin 
Oeridian man with olive skin. He looks 
very old, and the ‘up ul is head is bald 
irig r leaving only .'-•iaw slnirl tufts of 
grnv hair on Hu* sides and hack- T to 
wears reading glasses, and u magnify¬ 
ing glass prntrudL-.s from his L-oat 
pocket, I II - - usual Iv carries a Iarg6 book 
and is always uiX'imipniued hy a large, 
black labrador retriever named Shadow, 

Delleb is most often dressed ns a 
scholar, wearing black robes filled with 
many pockets. When in this form, be is 
usually slightly bent, ns if under a great 
weight (though his posture is simply 
bad from so much reading and writing). 
His head is never covered and seems to 
glow slightly as lIo his eyes. 

Delleb occasionally takes the I or 111 ol 


a Warrior. When he appears thus, he 
weary full plittffuioilr though tisS Iic'mlI i^ 
.so-II bare, and he carries a sab re. Ovei 
his back is slung :i strange device nf 
rr.ctal iind wOL'id longer than the gnd i-. 

tall. 1 le sometimes appears mounted on 
an immense war horse. 

AC -Id; MV 1 2 (36 mounted); bp 175; 
T! IA CO 8; #AT 2; I >mg l dS + i. (sabre) 
or IdlOfspedai (flintlock rifle); MR 
55%: SZ M (CV tall); Str lb, Dex 20, Con 
lti. Ini 25, Wis 23, Chr IS 

S pells P: 1 \ )/ 9 / 9/9/6 / 5/1 M: 
5/5/S/S/S/4AW2 

^aves PPDM 5, RSW 5, PP 7. BW y, bp 6 

Special Att/Def: DeLJeb's subrt' +5 is a 
Imiif called Detente Vismos 

(roughly 'That which strikes down igno¬ 
rance" in Old OeridirfjiJ. Hes waapnn o- 
prefcremv, howevL-r, is o 7 long rmiskc. 
nt his own invention. This device 
HppL-ws to he a typical flintlock rifk- (or 
i 11 l|l i l l 1 > 11 s if rough no one oi i Our tlL has 
v ve r seen oa ie w e r k) e-l l i ni i s uO I 1 1 ■ Ogl h. 
'Tine barret is balanced by several strands 
of tight wire mounted on struts preject- 
ing from [he meta shrift A Iarge target¬ 
ing circle on the end is likewise 
reinforced with wires, and the stock is 
marie nf brorwewnr.d. Delteh atone can 
fire this weapon, and when he doe.s, the 
explosion can be heard for miles. The 
weapon's ranges arc 1 mile/lG miles/ 
100 miles. If an even number is rolled 
for damage by this giant rifle, tlx: die is 
rolled again and the result .added to the 
liisL figure. This is done untl: an odd 
number ts rolled. Ills magically loaded 
L md can be fired twice every round. 

Delleb has the power to ctnifuse his 
op]Ionian's, either by touch, striking 
with hiss-fibre 1 .. or with a bullet from his 
musket. [Te on use this power up hi 
twice per round, and tlw wnfuflioti lasts 
until [Jl : [IL: b wishes : l to cl-s-isl\ Delleb 
(ilsn has y goose feather quill pen that 
he cam use tll^ trie same effect, 

Delleb is immune to any and all Illu¬ 
sion and Enchainment/Charm spells, 
easily seeing through such deception. 
He is also able to guess the next logical 
move any living being will make and 
always reacts with such foresight 

Shadow is a large, black Jab with a 
glean ol intLHligeixe in imr eyes. She can 
speyk several languages rhienlly, thoiJgh 


hIu 1 rarely does. She is fully ten. times as 
strong mss tvpical wilr dog. 

{1 their Mnri'ife^lulir -iv- 
Dl IIHi believes lus followers and clergy 
shi'mlid fiiiL'l tliei- own way and use 
their own intellects to solve problems — 
hence hu rarely appears- 8o nw ot bis 
other Tnanifvistations. lowevis; tin* the 
smell nt c^Ed hooks, ;i shadow around 
the comer in a Library or temple 
( though no C>nC is tliiTi;), or even A sud¬ 
den insight to a previously pulling 
problem, bio sends Shade tv as l'iis mani- 
J'estntion sometimes, and the dog often 
appears as one of (he canines ol the 
chinch, LulL with an intellect far beyond 
that of a normal dog. 

The Church 

t ’Ee rgy: C\e. ri cs, ^peei a tty p rii^ts, 
monks-., paladins 

Clergy's Aligmnenb t.Ci 

Turn Lndejd: Clerics: yes., specialty 
priL“UsL yos, monks: no, V\ no 

Cnmmand Lndead: Clerics; no, spe¬ 
cialty priests: no r monks: no, paladins: no 

Temple^schtmls nf Delh:h tiiri be 
ftnind throughout the Fli-m^ess along 
the routes ush hy the- Ot:rii1i=inS during 
their migrations. TIil;v nrc most pi'cva- 
1 ho h i n Pi ir^ 1 1 itk iy, Vlc. i i n i i, Ny rtaid. the 
Limit Steh's, and Ken land. Sages 
throughout the Danacss give rc.:spL-L-l 
and prayer to Delleb. 

Jhe temples themselves are stout 
structures built of stone and wood, 
almost always having a protective wall 
around them (though they arc open to 
anyone most of the time). Some o: the 
greatest Libraries in the land are con¬ 
tained within Lhc temples, and whole 
wings are ilccoted t-.mIl'Iv II:- leaching. 
Most temples have a special LimUmg or 

two on their grounds reserved lor the 
tear bingo (children, who are allowed to 
lyarn for tree. 1 host: i ilie.s and towns 
hiL'kv ciHMigh Ili have a temple uf 

Delleb Ikn-o^mne ot dx-' highest literacy 
rnl.es in the world. 

The clergy of Delleb is divided into 
the scholars, librarians, and kmghts, 
The scholars of Delleb are the largest 
group and consist of the best thinkers, 
philosophers, mathematicians r histori¬ 
ans, and sages of line church. They are 
divided into lhr- learners and the teach 
urn. The iL-.oiu-re rev ore teaming for ite 
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own sake and stiidy all they can on one 
nr more kubjcels, usually becoming 
experts or .sages in that field. Bards 
often seek out scholars for informaEinn 
about local or ancient history. Some 
scholars ere scientists who run careful 
experiments m an attempt hi discover 
more cbout the world fhev -n ha bit. (A 
scholar of Dellsto is credited with the 
invention nt Hit- 1 cn^brtW.) 

The teachers represent a smaller ksT 
of the scholars. These are the men and 
women who run the various schools of 
the church, spreading knowledge to as 
many as possible. Same of them work 
tit the lemple schools while others roam 
die lands, teaching wherever they end 
up. The teachers are divided into a^sis- 
uints (acolytes who are still learning), 
mentors (full time teachers), and 
sn vents (who teach 4it thL* highest favois, 
sometimes to other scholars). 

Tin- librarians are in charge of the 
hooks in the Libraries nf the temples, 
these books must be indexed., cross ref 
ere need, anil copied for distribution to 
other temples or to those who wish to 
purchase the knowledge. The acolytes of 
this order invariably end up in thesertp- 
; orium, r copy i ng an c i 11 u m i na I i ng such 
works as accurately as possible. These 
smpters are the lowest of the li tinmens 
and arc closely watched by Lhe book¬ 
keepers who run the libraries. They, in 
turn,, pay heed to the i hief J.Lhrariari. 

Hie knights of DelJeb ore a noble 
order l 1 1 warriors who defend the 
church and spread knowledge as far as 
possible. 1 his group has grown cons id 
erably since the Cmyhawk Waits, espe¬ 
cially in hirvondv. and Nyroml. 

The church is also known tor i^s doc¬ 
tors. A few temples in the F-'Janaess are 
dedicated solely to healing (magical 
and mundane). The hospitals of Deilcb 
are often run by the scholars. Those 
unfortunates who do not survive frect- 
ment st l- further the cause of science 
and medicine through autopsy. 

Dogs are revered by Lite church as 
'■ man's must intelligent, honest,, and 
loyal Jriend." Most temples have at 
least a few dogs on the premises, often 
taking in strays and giving them a good 
home. Black labs are the most important 
breed a nd thought of as the smartest of 
all dogs. They art 1 preferred by the 
church over others. 



Dogma: l he philosophy of Delleb 
roaches that knowledge is the most 
important thing of all, though 
oven the hunt for knowledge 
does no! supersede lhe sano 
titv of life. I he clergy emu 
■Lite their a31-know ing gud 
by soarrhing for knowl¬ 
edge anti then spreading 
it far and wide. Secrets 
that contain true knowl¬ 
edge are seen 
phemy, as 

belongs to anyone who is 
willing to seek it. I hose 
who covet secrets arc the 
greatest enemies of thy 
church. Even evil knowl¬ 
edge is sacred to the church, 
though dicy try to keep the 
worst of it out ol the hands of 
those who would use it to spread std 
faring. This hypocritical double stan 
eland (the keeping oi secrets when truth 
belongs Loeveiymte) is often overlooked 
or ignored by the Lay brothers. Only 
Dellch himsetl (acting through his high¬ 
est priests) cim authorise die dcMruction 
of a i iy b i t of w riling 1h.il 11 ip .i rf- k ru uv I - 
edge. Debates on the nature of good and 
evil (and what constitutes 'V. il knowl¬ 
edge"! rage constantly hchvvL-n mem 
bers of the scholars ^.ij other sects. 

The church also teaches its clergy and 
AtI Lowers In htme their intellects. Riddle 
and pun contests are common and 
important-. Those who win ore u-ualb 
re w ii rd l 1 lI w iIh -- I l 1 va L u :-n i 11 the ch li rch 
or access Ui the more delicate books 
Logic pu/ sTlts aje also well regarded. 

Day-to-Day Activities: Members of 
tlic clergy Spend their da vs doing w I lilt 
their sect finds most important. This 
includes copying and sorting bonks, 
spreading information to other libraries, 
teaching, or experimenting. FliIIluvlth nt 
I Mleb sou it ns thvirdni.lv duty tn think 
i ip some new thought, preferably some¬ 
thing no one has ever thought of before. 

Holy Days & Important Ceremonies: 
I ha Mass of Knowledge is performed 
each t iodsday. In it the priests of the 
church Jollow a strict ceremony of wor¬ 
ship and speak of new learnings. The 
ceremonies usually last the better part 
or .l day, the res" os lho holy dav being 
given over to discussion of tin.' new 
ideas by members of the clergy. 


kin the eve of hreeday, scholars of the 
church visit taverns or inns, listening to 
stories and hearing the general gossip 
Or n ."a s. Manv hours are spent Listening 
lLi wh.it lhe lcx.iiI people hove Losev and 
cc jpic s-i. l —-I v comm bring i: to memory i'Or 
those priests, I : reed .ay morning is ilSli 
alk spent writing notes on wl'.ai they 
hon tlI. l he folknvmg week, ti:e prirsts 
1 rv lo l : e I cr m i no w h k’h i *t this Infrtr 111 a 
tion ts true and which is '.ilse, faking 
notes about both. This practice has 
upset more than a few people, bul since 
the priests are usually willing Lo pay for 
v e r i Lea l ion o f mmors o r bearsay, com¬ 
plaints aiu usually put aside. 

Major Centers of Worship: The 
Si i vo r i. s H osp i la 1. oner■ ea I led s i m p I y 
flit" 1 ihniry Temple, in Ou iilM, is the 
largest nf D^He?b r s tvnioles in the 
Flan cess. Though the building was 
tliirilOgLui during Lhe siege ol llie ciLy, it 
has sinc e Iiohu mpairnd and reduciirah'd 
to Hi* 1 healing: Order nf the-: Juries ut 
Delleb. The library (except for the mure 
importc.nl medical tevIs) has been 
moved south to LiUlcborg. The priests 
in Chendl worry little about the daily 
activity of lhe city, usually deferring to 
Lhe priests of Rao and working to learn 
and teach as much about the healing 
arts as possible. 

The University Temple in KiT Mord, 
Nvr 1 .i nd i s n 11 o l. her sc holn rly he:-Ld. 1 E hi s 
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temple is closely connected to the Roy.nl 
University, and quite a few of its priests 
(savants) leach at the school, t he tem¬ 
ple Is thought to hold some of the most 
kfinwIcdgpabLe and intelligent men m 
the land. 

Affiliated Orders; 1 Lie Church ol 
lT-lkh lias a knightly order of paladins 
allied the Knights ol die Book. These 
warriors protect Lem pies as needed, 
serve ;ih military advisors and leaders 
el levied troops to protect Lhc church 
and lands around it, and even acL as 
teachers of military strategy and his¬ 
tory. An honorary order of the church 
for those sages and philosophers who 
are not clergy is the SiEvur Savants. 
Membership hi the group is restricted 
hi those w ho Fi avv made a grc;j t l! iso>v- 
ery or unearthed long-lost knowledgE;:. 
I hree men and women are held in high 
es teem by the church 

Priestly Vestments: Clergy of the 
church generally wear black scholarly 
robes Mortarboards are typical head¬ 
dresses of the church, and. fhesn ctre alno 
black and have long tassels of gold, sil¬ 
ver, or white dangling from their centers. 
These: denote scholars, librarians, or 
members of the Silver Savants respec¬ 
tively. Knights of the Book wear dark 
armor and their helmets usually have 
Jong, blade tassels attacked lo their Lops. 

Adventuring Garb: Worshipers of 
Delteb wear whatever is most appropri¬ 
ate tor advent lj ring and uro known for 
planning abend- I Iivy generally stick to 
black clothing or arnior P t tin ugh their 
he 1 metis Usually resemble, *1 leant 
slightly a mortarboard. A lassel is 
nlways worn from the top of tlx-: helm. 

Spedaltv ! J rksts ( lomesagE.'S) 

Req u i re merits: Wi adrim 15, In tdl I - 
gence 16 

Prime Requisites; Wisdbm, Intelli¬ 
gence 

Alignment; LG 
Weapons: Any 
Armor: Any 

Major Spheres; All,, Combat, Divina¬ 
tion, Heating, Law, Numbers,, Thought, 
Time 

Minor Sphcres: War 
Required Proficiencies: Modem 
La nguage, Read mg / Wri Ling 
Bonus Fmfi Henries:: Ancient I lis- 
triiy, Lrical History, Religion 


■ ? All fo mi esa ge* an 1 a 11 OW l l'I to ftpL?- 
cialize in one nonweapon proficiency 
anil ane cuiinici^n'd hi ha V£ considerable: 
knowledge in this field. Proficiency 
checks are considered 19 rvgfcinjless of 
the actual ability score. 

I All Lomesagcs gain ibo same bonus 
as the academician (CcwrpifcJe 1-VrcirrdV 
hhuubook) to Intelligence and Wisdom 
for proficiency ch ecks. 

T Tomessges can cast zom of truth 
once per day. 

1 At 6 th level, a to mesa ge can cast 
confusion once per da}-. 

I At Kith level, u tomesage can cast 
i rJjj; !ttlg LH'n. i,: per day. 

i' Al L.ith level, a Lomesage can cast 
dmue inspiration once per day. 

KURkf.f. 

«' I lie Green-Kyed i iod, The: Avenger, 
Black Wolf of Ihe North, 1 nrd of 
Thieves) 

I es&tir Power of Limbo, CN 

Portfolio: ledUmsy, Hgv^ilgg, thiev cry 
Aliases: black Wolf (Wolt Nomads 
and Flan) 

Domain Name: The blouse of I Licks 
Superior: None 

Allies: Syml, Try thnul, Xan Yae 
Foes: I 'holtu-- 
Symbol: Single green eye 
Worshipers' Alignment; Any chaotic 
Kurell (KkK-d) is the Vengea n ce- 
$cekt:r r the Watcher Who Never Sleeps, 
the Vengeful Ljod. He embodies petty 
jealousy and revenge, l/UHling clO one 
completely and haling those he believes 
have broken his trust or who simply 
seem better and bigger than tie is 
{including aImobl all of the gods)- Hu is 
also the god of thieves, although those 
who worship him know better than to 
depend on him. 

Kurell a!wavs seems angry and 
defensive, tie is the most paranoid of 
the gods, believing that everyone is 
against him or laughing at him. F Fe lives 
In fear that lie will miss something, jeal¬ 
ous that someone else might behaving 
a better time than lie is or he better than 
he is. He is a petty god who deals with 
his own inadequacies by reinforcing 
those same feelings in others, typically 
his followers. 

K ore Li's actual form (which is never 
seen by other* and not even known by 


the god's own clergy) is th.it of a small 
man under 5 feet lull. He is unremark¬ 
able, unattractive, and slightly over- 
w eight. His features resemble those of 
his avatar to a lesser extent. The god is 
seen like ibis only if hr is somehow 
taken by Surprise. 1 le doC-S. his worst to 
destroy any who 3aim bin Hivrvt. 

Kurul T' h Avatar 

(Thief 25, Fighter 20) 

When the god ol vengeance takes form 
in the Prime Material Plane, he appears 
as a tall, handsome, virile man. His 
green eyes are bright, flashing in the 
Light, but are cold and filled with anger. 
Kurell rarely smiles, doing so only 
when some revenge has been fuEMed- 
fhe god wears dark clothing, black 
leather armor, and a black cloak, lie Is 
armed only with small, easily concealed 
weapons. Kurell chooses a form meant 
hi incite the moat envy En whomever he 
is appearing before*, choosing a style of 
Huthing and dress that most matches 
(.but easily outshines) whomever he 
1 i ko. I east i n a ny g mu p. 

AC—1; MV 1 2; E IP 190; THAO) I; 

4 AT 4; Png 1 drn-fi and poison (x4jr MR 
55%:SZI.i> tall); Str ES/DD, De* 22, 

Con IS/lot 19. Win 17, Chr 2(1. 

Spell*: None 

Save* FPDM 3, RSW 4, FF4, BVY 4 P bp 5 

Special Att/Def: KurelTs avatar 
rarely engages in combat, as he is too 
cowardly lo fight face to face. When 
forced into melee, he usually relies on 
two small daggers covered with a nev- 
erending supply of poison. Victims of 
Lk: t>ladt:H must niake a successful sav¬ 
ing throw vs. poison nr die installLly. He 
also throws his btack-bLaded "poison 
blade:* 1 ' up t-s.1 ti;n lime* the iiLii'lital 
range for sucl^ weapons. Thrown dag¬ 
gers reappear in Kurell''s hand after 
they strike or immediately ]f the god 
nlisten hi* target. Kune41 lias the naLural 
ability to tUndow W&Sk and niakos great 
use of his Back stab ability [x5 damage), 
Kurdl's most patent power ^ his ahitity 

to ttirn invisible a* per no /nrf.'.'Yji'r.lf 
invisibility spell fxsras long and as often 
as the god desires. 

Oth*f r Milni fe s Ln. Lh )n* 

Kurelt is said Lo manifest in any person 
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who seeks vengeance or is jealous (for 
whatever reason). He sometimes takes 
tine form of a Inrge, black wolf with 
bright green eyes. Other times he 
appears as a shiny, bloody dagger that 
hovers in the air. Kurell often appears in 
nightmares in one oi these forms, goad¬ 
ing the unfortunate dreamer toward 
acts of vengeance. 

The Church 

Clergy: Clerks, ^pedalty priests, 
shathieves 

Clergy's Alignment CM, CE, CG (lew) 

Turn Undead: Cleric: no, specialty 
priests: no, shamans: no, thieves: no 

Command Und^ad: Clerics: yes if evil, 
specialty priests: yes if evil shaniaAS:ye$ 
if evil., thieves: no 

Although Kurell doesn't have a large 
following, he is worshiped in the Wolf 
Nomads r lands and the lands that were 
once the Rovers of the Barrens. He is 
typically mote feared than revered due 
to his unpredictability. Those who seek 
revenge pxay to him for aid and are 
rarely disappointed. Thieves every 
where pay some tribute tn Kurell, 
mostly out nf tear that the jealous god 
will Trike Lint his wrath on them ;it Hie 
worst possible moment if ftiey don't. 

Only a small following of the god 
ox is I eel in the Hold nf the 5t:u frinves 
before it was captured by Hie Scarlet 
brotherhood. Since the land's loss to the 
Suloise-folk of that society-, worshipers 
of Kurell have actually grown in num¬ 
ber d a Fctv hidden temples have 
been established. The followers of the 
god pray for revenge against the Broth¬ 
erhood. Since the SlicL do not tolerate 
any religion bul their own, Lhosc caught 
or suspected ni worshiping the Oerld- 
i:ii.i power Lire sentenced Lod<Kit3 , ~ 

Yho largest open following of Kgjtfll is 
in the city of A tier in the remains of the 
Great Kingdom. Assasstnaidon is legal in 
this city, and the riiumh is thought to 
linvedoso ties to the College of Landings 
and Begiimings (the Assassin's Guild). 

Few temples exist that venerate 
Kurell (making the god even more furi¬ 
ous and jealous). Those Lhal do are typi¬ 
cally small shrines or unusual natural 
sites where some great revenge was 
perpetrated. Any place where revenge 
is contemplated or acted upon is enn- 
sideaud holy to his detgy. 



The members who represent Kurell's 
clergy are solely men who jealously 
guard their power from all others. 

Some think females are excluded 
to elicit more [jealousy from 
women. The church is too 
protective and small to 
have definitive seels. 

Dogma; followers of 
Kurell believe Lhcy have 
a right to whatever they 
want. These same folks 
jealously guard what 
they believe to be theirs 
and punish those who try 
to take it from them. 

Along the same line of 
thinking, ninny believe thiit 
seeking retribution for wrongs 
is more important and more 
likely to end "correctly" if they do 
it themselves rather than allowing 
courts or government to interfere. 

Oddly enough, though the followers 
of the church and the clergy trust no one, 
they are often trust worthy. I his is sim¬ 
ply because they don't want revenge 
practiced against them. 

Dav^n-Diy Activities: Priests and 
dergy ut Kurd! are masters of revenge. 
Siitth: of Shtr clergy hIsO pmetirv die art 
of assassination, which they consider 
the: "professional" act of revenge. They 
cirv highly paid arid uistitl by die church 
itself on those occasions that require 
vengeance. 

Holy Days Jk Important Ceremonies: 
Prayers are offered nightly to Kurd], 
usually centering around those on 
whom the devotee wishes revenge. The 
night is considered holier than ihe day, 
as it conceals those who wish In take 
their revenge, as well ns those who ply 
the trade oi thievery. 

The two main holy days of the 
church are ihe Winter Solstice (Mid¬ 
winter's live) and Kurell’s Night. The 
Winter Solstice on the 4th daw of 
Neediest is the longest night oi the 
year, and is also known as the Dark 
Time or :he Dim Time. This, too. Is a 
night when worshipers help them¬ 
selves and others wreak vengeance. 
Kurell's bright Is the 11th of Good- 
month, an evening when both Luna 
a n d C el one a re new and dark. Th is is 
the most important nf nights for the 
church, when tin" greatest arts of 


revenge and theft Lake place. Either 
act, performed successfully on this 
night, k said to win Kuroll's blessing. 
(A donation had also better be made 
to the church afterward in thanks for 
Kurell's help, or the god might seek 
some vengeance or tvs own.] 

Since SS3 cv, the church has begun tn 
recugni/.e one more EmporttLid date: 
Cold even 11, tlm night E>f thn Binod 
Moon Festival. With the coup in the 
Horned Society by the followers of luz 
and the death of all the Hierarchs of 
that land, the date is now recognized ns 
the greatest act of revenge in history 
(aside from the Rain of Colorless Fire, 
tire exact date of which ss not known). 

Major Centers of Worship: The mo?I 
foreboding and unnerving nf the few 
temples of KLire: 11 is known us black 
Wol I "s I .ri i r. 11 i is ri a tura I cn vc -cimp I l 
lie* in the Eurneal Ewest just east of the 
Hei 1 River (be* 1B-6B). The cave is 
$h LinnetE by Fill the Nomads Sl’iv e for 

the few shamans of the deity who Jive 
hr the area. It is considered a holy place 
by followers of Kurell, and many vile 
cave paintings adorn the walls. It is 
said lhal the caverns stretch deep into 
the earth. 

The only other established temple 
Ln ihe god lies tn the College of End¬ 
ings and Beginnings., in AliiT. This 
small chapel \s often tilled with the 
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black-clothed assassins of the college, 
praying for luck on their next assign¬ 
ment, Rich si Iks , precious metals, and 
mounted jewels adorn the chapel, 
which has never been robbed or pil¬ 
fered. Rumor has it the place is jeal¬ 
ously watched by the god himself. 

Affiliated Orders; The College of 
Endings and Beginnings is the only 
order strongly affiliated with the 
church. This guild/college, though 
based in Atirr, receives contracts from 
all over the Flanaess and trains its Biaek 
Shirts (or Dark Blades, as they are some¬ 
times called) in the art of murder. The 
college acts as both a training ground 
for assassins and a guild where such 
can receive jobs. Although the college 
seems to have its fingers in everyone's 
pockets, it has authority in Atirr only to 
punish those who assassinate without 
the sanction of the guild. 

Priestly Vestments: Clergy of Kurell 
tend to wear black, tight-fitting clothing. 
Robes are sometimes worn (usually 
filled with small weapons), and black 
half-cloaks and hoods are almost always 
part of the vestments. The clothing is of 
the finest sort (silk, velvet, and so on) 


and is usually adorned with smail gems 
or precious metals. 

Those that worship the god drape 
themselves in the finest furs or cloth 
available, attaching precious stones 
or items to their clothing. If possible, the 
coverings are dark or dyed black, and 
the head is always covered with a hood. 

Adventuring Garb: Priests of Kurell 
wear the same clothing while adventur¬ 
ing, though they often wear black dyed 
leather armor over their other gar¬ 
ments. Their clothing is of the finest 
quality they can acquire (even if this 
requires subterfuge or theft) in an effort 
to make all who see them jealous. 
Hoods are always worn while the indi¬ 
vidual is in public 

Specialty Priests (Quickfingars) 

Requirements: Dexterity 15 
Prime Requisites: Dexterity, Wisdom 
Alignment: CN, CP, CG 
Weapons: As thief 
Armor: As thief 

Major Spheres: All, Chaos, Combat, 
Guardian, Necromantic, Protection, Wards 
Minor Spheres: Charm, Divination, 
Sun (reversed) 


Required Proficiencies: Alertness 
Bonus Proficiencies: Blind Fighting 
Only human males can become 
specialty priests of Kurell. 

T At first level, all priests of Kurell 
gain the Move Silently and Hide in 
Shadows abilities at 25%. Upon each 
following level, the priest gains a 5% 
bonus to each skill 

T At 5 th level, quick fingers can cast 
invisibility once per day 

f At 7th level, quickfingeis can cast 
zuraithform once per day. 

T At 9th level, quickfingers can cast 
poison (opposite of neutralize poison) 
once per dav. 


No Greyhawk god has ever appeared in 
person in Andy's various campaigns of the 
past twenty years. Eris , the Greek god of 
discord, made an appearance several years 
after he ran "The Chest of the Aloeids" from 
Dungeon l " Adventures #21. His PCs 
briefly met both Athena and Hermes in the 
same adventure. 
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e vil is powetpuL fORce 

in almost every Prime Material world—the subtle 
evil of a greedy bureaucrat* the crazed evil of a bloodthirsty 
killer, or the calculating evil of a mastermind bent on world 
domination The role of most heroes in fantasy campaigns is 
to fight this evil, countering its schemes and vanquishing its 
monstrous champions. In many campaigns* this struggle 
mighl seem hopeless* or at least endless. The forces of evil 
might be so great that even the heroes of the campaign can 
imagine no possible end to them. 


Fortunately* mortal heroes ore not on 
their own againsMhc! forces of evil, Good 
Powers, like the evil mus, lwi; their 
agents and nmib, counterbalancing the 
plague of evil and it$ diabolical emis¬ 
saries. While mortal heroes are among 
the most important of these agents, 
angelic beings from the Upper PSancs- 
mtrluding aasLmon r auctions, insures, 
elfidrin*. and guarding—soniohnios 
enter the worlds of the Prime Material 
Plano to provide aid to these heroes in 
their struggle against evil. 

Fiends and other diabolical creatures 
lend lobe manigMlative in their dealings 
with mortals. They view earthly creatures 
as pawns at best Human servants are 
used and discarded- the lass of an entire 
mortal armv is of little consequence to a 
fiend accustomed lo llu: slaughter of Ihe 
Blood War. F.ven the mightiest creatures, 
of good, on the other hand, believe that 
mortals arc valuable and important in 
their own Light, Thu?, the servants of 
light strive Lo accomplish their goals 
while protecting their mortal n I Lias. 

I -’or PCs devoted to thn stmjjgle 
agninsl evil, these celestial messengers 
can hi; Important allies, This means that 
heavenly agents can be a useful tool for 
you, the Dungeon Master. If the cam¬ 
paign i- Lo offer a balanced challenge to 
the PCs, divine messengers must remain 
behind Hie scenes, perhaps sparking an 
adventure here or there, perhaps moti¬ 
vating an entire campaign. but never 
doing the heroes' job for iheni. They 
know, as does- any good DM, that 


mortals (the PC's included) need to feet 
that they've earned their success. 

On a Mission from God 

Celestial messengers can be useful tool* 
for directing the action of a campaign, 
delivering message^ that send the PCs in 
specific directions- High level cl waders 
who have shown ;-i modicum nl respect 
for the gods of the campaign during 
their careers might find ihusc: gods call¬ 
ing on them in perform important quests 
through the agency of a divine messen¬ 
ger generally :-m awar-is, a trumpet 
arc!ion, nr perhaps a hoUyphant. En ils 
most direct form,, this message involves 
the heavenly envoy appearing in a hiasx: 
of glory and proclaiming the mission the 
Powers have in mind for the PCs- Celes- 
rials also have the power to appear in iht: 
dreams of mortals Lo deliver their mes¬ 
sages. Either method can be somewhat 
heavy-handed, but it encourages the 
players to feel that their characters are an 
important paid of cosmic events. Natu¬ 
rally the nnlLiroof the quest should con¬ 
tribute Lo Eiiis feeling. If a trumpet 
archon. commands the PCs Lo weed the 
C rea l Temple's flower ga n1nn r the effect 
is somewhat diminished. 

Mote that die PCs need not be die 
direct recipients of a divine manage. A 
party of low-level characters could he 
witnesses to a visitation directed aL a 
unirf: Important personage- For r-vampie, 
thp PCs might happen to be watching n 
royal parade when an asuras appears 
before the queen's litter, bringing It Lo a 


halt. TJie a sums instructs the queen to 
recover a holy artifact from an ancienl 
shrine in the desert. In obedience to the 
divine command, :hc queen needs brave 
heroes lo accomplish this* quest on her 
behalf, and the PCs are hi the righL place 
at die right time. This way, even PCs of 
relatively insignificant power and e\pt- 
riL- 1 k'e: can become part of events much 
larger than themselves. 

Of course, celestial nKSsengcTs are riot 
always so direct, even when the mission 
is straightforward. Heavenly mcs&en 
gers who appear to mortal PCs are hard 
to refuse. The PCs {and tlieir players) 
lmgh- fee] manipulated if they are stmt 
on a quest with no say in the matter. 
Thus, celestials often choose to conceal 
themselves in mortal disguise. In J-K.R- 
Tolkien's Thn I or<i of the Rings, the wiz¬ 
ard Oandalf-—essentially a heavenly 
envoy in disguise—instigated Lwo major 
quests without revealing his Irue nature 
or the extent of his power, His chosen 
champions, incidentally, wore appar¬ 
ently insignificant individuals, proving 
that the Powers of the heavens can often 
gauge an individual's potential, making 
even beginning PCs worthy of noticr:. 

Divine messengers can send tlie PCs 
on □ n y sort of quest, their attention Is cut 
restricted to recovering holy artifacts, 
slaughtering Infidels,, and increasing 
church membership Beta use celestials 
lend not to manipulate mortals as pawns 
in their personal politics, the PCs can fee* 
confident that LhHrmission ls advancing 
die greater cause of good, El might also 
be helping a celestial settle an ages-ohJ 
personal vendetta, but that—from dm: 
celestial's perspective—is; just Ihe icing 
on the cake. 

Anolhor way celestial mesffingeins can 
influence the short-term actions of a 
group of PCs is more corrective dian 
i r i stc Liclive. PCs—po r Iicu I ariy priests 
and paladins—might receive divine 
guidance if they an? straying from the 
path ui righteousness. A, heavenly mes¬ 
senger in this case might send die stray¬ 
ing PC on a quest of atonement (see 101 
Paladin Quests" in LY-aCO-v PA&g&wne 
issue If 257 for excellent quest ideas), it 
might announce on lhc Power's behali 
that the PC will bu denied certain. spe'ls, 
or it might simply warn the PC away 
from his or her current course of action. 
Whan delivering such warnings*, celes- 
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l"i :i I r find ii expedient to reveal them¬ 
selves ill a]l their majusty (for aasimons, 
this includes using theirfiipJfesfW pl'l-lYl'JiVl- 
pnvu L 1 r) tn generate Lin 1 most profound 
impact of the message. 

in the Long Run 

Besides urging diameters toward --pr- 
eific q uesl*. i vl i ■h l m Is can p lay i nipt >v In n t 
ongoing motes in a campaign's develop¬ 
ment This is n more common, if less vje- 
ifelfis role for celestials tp piny io the war 
agiiinsl evil on Lhe1 i me. Must celestials 
who visit the Prime Material plane, 
e^K'Cintly those who stay lor any length 
ot time, keep their idee:lilies veiled and 
their powers sorrel. Behind an innocu¬ 
ous veil, celestials guide the tfaltiitLil and 
inspire them tu greater goodness. 


A veiled tvlesh.il thus makes an excel 
1 1 ■ nl re<i i ct: 71 g NPC for an epic ca m pi 1 ign. 
The PCs might not learn a celestial's true 
ns hire for years, while during that time 
they (knowingly oi unwittingly] help 
fulfill the celestial's plan and inhiwethe 
l I iv m e cmea ti 1 re '& objectives. A t the sa m l l 
time, a disguised celestial can play the 
sa me rule for a single ad vestt u n ■, g* j.i; 1 ing 
the PCs in a certain direction and then 
moving l ut Lt> direct other aspects of the 
ongoing batik:. 

Patrons of the (Heroic) Arts 

Few ad venturers advance far in society 
or even in their adventuring careers 
without the assistance of a wealthy 
puLrni 1 :. Quests of all .sorts, particularly 
tor lower-level PCs, oflen begin with .1 


nobleman or rich merchant offering a 
reward, for recovering a lost treasure, 
d caring an area of humanoid bandits, or 
mapping the castle ruins. Such patrons 
Lire on important campaign force, and 
they need not be mortal. 

Playing the role of patron has many 
advantages to the mon; direct method of 
sending adventurer.^ nn a holy quest, as 
described above. Perhaps most impor¬ 
tantly in dues nut attract unwanted 
attention. Li an asurasappears in a blaze 
of glory and '-ends a group of adventur¬ 
ers on ;i quest into the desert, word 
spreads quickly, and the forces oi evil 
will make their way into the desert Lu 
stop the would-be heroes from accom¬ 
plishing there quest. On the other hand, 
il an anonymous merchant hands a 
group of strangers a treasure map and a 
sack of coins in a crowded barroom. few 
people think much oi it, and tin: heroes 
can pursue their mission in relative 
peace. No one—not even the heroes-— 
needs to know that the merchant who 
hired them is that same as Liras, con¬ 
cealed behind a pah/morph ?L?/f’speS 3 . 

This method of recruitment offers 
more latitude in terms of the mission 
itself. The big picture of the conflict 
be tween good and evil on the Prime is 
oiten Loo complex for mortals- to grasp. 
Hven strange and apparently trivial 
adventure* can play an important role 
in that conflict and so much the better 
for .i celestial if she doesn't have to 
explain sill the detail* to her chosen 
hcreos. If that trumpet arch on men- 
liom-d earlier really needed someone to 
gii in and weed the Great Temple's gar¬ 
den (perhaps a choke creeper has made 
the gamin impassable), he would prob¬ 
ably choose to disguise himself and pay 
some virtuous mortal* to do the job. 
Similarly, if the quest a celestial has in 
mind has more to do with a personal 
vendetta than with advancing the cause 
of good, :l i7? piobabJy better to let the 
PCs think they'Ye just involved in a 
struggLi--oh flesh and blood. 

I'im- cladrin* often pose as hemes' 
patrons while working coverity on the 
Prime. They like heroes with artistic abil- 
ity particularly bards, and Jove lo hear 
1 he tuL l.’.s nt adventures completed. They 
usually appear as bards r using their sto¬ 
rytelling ability to inspin- gi.suJre.— in 
others. 
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Rebels With a Cause 

In regions where uvil holds the rems of 
political power—oppressiveautocracies, 
nightmarish tTiUitocradcs, even lands 
under the sway of ficr&h invaders-— 
celestials must conduct their activities 
surreptitiously Behind vnomy lines, as it 
were, they offer hope to the oppressed 
and galvanize resistance wtieruvcr they 
can find strong arms amt wilting hearts. 
Quietly preaching a gospel of Liberation 
and resistance, they motivate mortals to 
fight back against the powers of evil in 
subtle and direct ways. Depending on 
Lhc circumstances, they might advocate 
nonviolent resistance, guerrilla warfare, 
or an a rma i 1 ipri si ng. 

Ghaele eladrlns are most commonly 
found in this role. Their chaotic align¬ 
ment makes them excellent: champ ions 
nt it it oppressed, while their intelligence 
and martial prowess help them inspire 
OLSiens on and off the battlefield. They 
ot'ten appear as grizzled veterans, old 
enough to remem bur better days before 
tlie arrival of the evil. 

Dens ex Madiina 

In his forward to the boxed adventure 
Return lo the Tomb of Horrors, E. Gary 
Gygax suggests that players might earn 
■a tnudi of much-needed divine favor fur 
their PCs by purchasing the adventure 
for their U.Vis. One hope's, bribery aside, 
that ill I players have a sufficiently 
friendly relationship with their DMs that 
the survival of the PCs is a mutually 
desirable goal. Assuming so, celestial 
envoys tan indeed be a useful means of 
delivering divine intervention when the 
PCs need a little help staying alive nr 
accomplishing their goafs. 

In a fantasy campaign where pan¬ 
theons of gods have walked the eorth 
and taken a concrete interest in mortal 
:iffatrs, it Is unty fair tor l-Gs to .assume 
that the gods they serve should incline 
an ear when the PCs arc In need. If PCs 
praying for help .aw fa i fly liigh level and 
faithful to The tenets of their alignment 
and religion, there *it least a small 
Chance that their duities hear their 
pravers and respond in some wav. 

The first-edition Jr'ye.'jrfs and La?t' book 
suggests a flat 10% chance hut such § 
prayer is answered, which is certainly a 
workable mechanic. How ever, the best 
way to determine whether -a Power 


Alyssia, Female Aasimar, 5th-Level Ranger 


AL LG;AC 4 (studded kaihcr +2,15 Dex¬ 
terity); MV l2;hp25lTHACQ I5;#AT I. 
Dmg !d*+1: (quarters taf-H) 5A Strength, 
+4 to hit tananilSD 60' infra-vision.+ 1 to 
surprise rdls, +2 to saving throws vs. 
choirm* or emotiorvrcEared speS^Mft 10^; 
SZM (S't" tally ML Champion (I5);XP 
2 , 000 . 

Str HDe* 15,Con 14 ,Iiil ! l,Wis 17. 

Cl>a 13. 

P rl mary Power: Su rya 
(Iniei'medhre^LG/MnunE Celesti3) 

Secondary Power': None 

Weapon Proficiencies: Quarcerscaff, 
Long^word, Dagger, Club, Sickle. 

Nun weapon Proficiencies: Ancient 
History (10), Animal Lone (II), Local 
History (13). Mountaineering Survival 
(Mountains) (II), and Tracking f 18). 

Special Attacks/DEfunscs: Alyssb tins 
chosen tanarri as a species enemy.She 
gains *4 td hit any variety of tanar’rL but 
suffers a -4 penalty to reaction rpl h in 
encounters with the foul creatures. Once 
per day, she can cast strength on herscEF 
f adding I dB points of Strength) oi 
another character. She can Hide in Shad¬ 
ows (41 %) and Move Silently (4S%) in me- 
ui at surroundings; her chance is halved in 


underground or urban settings. She can 
also modify an animal's reactions Mora of 
the time* she uses tier qudrrefrttf/T +T in 
combat,l>tlt stie can also attack with her 
longswurcf in her right hand and tier dag^ 
ger, dub.or sickle in her left without suf¬ 
fering any attack penalties. 

Appearance: Alyssia is of medium height 
and willowy build.sharing the ellin frame of 
herghaifo ancestor, Her skh lia^ a silvery 
cast to i l, and her blue eyes shine like clear 
gemstones in the light, but she otherwise 
appears human, with rounded ea rs and 
eyebrows. She wen i s studded leather 
armor caked with mud and dusc,and usu¬ 
ally carries what seems to be an ordinary 
quarcErstaff. Her rustic appearance, how¬ 
ever, cannot completely conceal the holy 
auri that surrounds her. 

Personality Traits: LevcE^lieaded^trust- 
worchy,bluntly forward, and meiantholy- 

RoleplayiRg Notes: Alyssia is she 
deiocndiinr of n ghaefe cladr'in and a 
human king The kingdom of her ancestors 
has been overrun by fiendish invaders from 
the Abyss, and Alyssia is erne of liie key 
reSfltance figures. She spends much of her 
trme hiding in ihe mountains,, but she seeks 
out heroic individuals to help Iter fight the 
tan^rW whoneswr possible. 


In a campaign centered around opposition to the Abyssal tyrants, AEys-sia ta.n 

appear at regular ititerrais ta help the PCs 

■ Appearing as nothing more than a rustic tracker, Alyssia lures the PCs to per’orm what 
seems like a sern^htfo^ward cosk.This adventure brings them into conflict with a Knight 
of the Shadow, a human minion of a tanarVi lordThe cask h insignrftrn m, but senres a 
test: if the PCs accomplish their goal, Alyssia knows Shaft they ire worthy recruitsfor 
her O'ppo^itton to the tanarn. 

* Once the PCs have dsmcrKcrared Their opposition to the tanarVi and thor willingness 
to defy the tyrants.Alyssia becomes a firm ally in future missions against more powerful 
tartnr'ri.She offers inrefliger-cf- th^t she has gatltcned. both personally and through her 
network of resistance fighterMo help diem defeat a tiefling baronet or an nlu-fiend. 

* The PCs" success against che CartarVi makes them wanted criminals, and it becomes 
peutfem for them to lay low for a while- Alyss-a ofT>er> them refuge In her mouht?iri 
hideaways and stands beside ttie^n as they fight off a hunting par^y 

* When the PCs reach higher levels, some low-level man-at-anns nr other adventure 
present themsistves to the PCs as tiehchmer* or follower,carrying l^ttert of recoin- 
men-diLiori fromAlyssta.wiulu ctiv PCs have been adventuring, she hast contirtued 
recrurtirtg f^ghM^s for ch.e catisc and sc-oris some of her r^ew recruits to aid the PCs. 

- In a climactic series of adventures. Alyssia helps the PCs trace the location of nn ^rti- 
fnct--cJte holy sword that her ghaelt ancestor bestowed upon her royal param^ih 
Armed with this saoed relic.the PCs can challenge the leader of ch« tanar'ri and 
possibly drive the evil from the lund. 
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hears and answers a cry for help is tci 
decide what is- best for the ad venturi?. It 
the alternative is certain death* a belter 
story and a tuanr satisfying conclusion to 
the adventure is likely to result from 
some kind of divine intervention. If the 
VCi-i have the means at their disport to 
overcome the obstacles they race, Eet 
them use those means. If they ha ve got¬ 
ten themselves Into dire straits through 
gross stupidity or immorality l> party 
Faced with an angry town mob ntter a 


unconscious on tta: battlefield, only to 
heal their wounds and transport them to 
a safe resting place, such as n temple of 
the Fewer they xervr. Hie priests at that 
temple might tell the PCs only that "a 
stranger" brought them in. 

J Ugh level characters might occasion- 
■aUy attempt in force divine intervention 
through tin? use of a gate or simitar spell. 
No such spell can force a deity's avatar 
to a PC’s aid, but a deity' might send a 
powerful minion through the gate, either 



The intervention of a divine agent is 
sometimes the best way to steer PCs 
along the proper course. 


pocket picking spree, for example), it is 
best to Jet them suffer the consequences 
of iheii actions. I .ikewise, if the PCs have 
shown no interest in religious activity up 
to this point, nn Power is likely to hear 
their prayers now, 

El ynu decide that intervention is 
appropriate, exercise restraint when 
determining what form it takes. Divine 
intervention under the#, 1 circumstances 
never involves the appearance of a 
divine avatar. Tf the PCs are 12th level or 
higher, very faithful in their service to 
theh deity, and in a truIv desperate.sltua- 
tkin r rhey might warrant the interven¬ 
tion of a planetar. (The Plan*:# Apr. 
Monstrous Compendium Appendix, Ibj 1 - 
twy J, suggest, a baso 5% chance, +1% 
pet level above 12th.) High-level charac¬ 
ters who do hoi ii i eet these qualifications 
might reo#e the help of a jchivp nk 
deva. Other characters generally benefit 
from the assistance of an agathlnon- 

Bearing in mind that celestials like 
] nor tale to feel empowered and impor¬ 
tant. envoys sent to help do not necessar¬ 
ily leap right into the fray im the PCs' 
.side. 'Ihey often remain disguised nr 
invisible, at least upon first arriving, and 
li.^ spell- likc powers such asnid and ci/n? 
UWUnrfs before offering more concrete 
L is.sistanee. Almost all upper-planar mes- 
singers are blessed with very high Jntd- 
J igunce and can q li ick ly assess a situalion 
to provide the assistance the heroes need 
to overcome their foes. Sometimes thev 
might do nothing until the characters lie 


Eo help or to punish the caster. PC'* of 
sufficient fevol to cast gate arc usually 
worth a Power's notice, and they gener¬ 
ally recei ve the help of a minion power¬ 
ful enough to hand]*? whatever obstacles 
they fact:—a movanic deva or even a 
planetar, 

PC spelkasters might use other spells 
to attract the attention ol a divine minion 
as well. Powers usually assign ansimoiis 
or other minions to answer commune 
spells, fur example, as well as divimtioii 
and inspiration. J'hc use of these 

spells is much less mechanical if the DM 
ruleplays the minion who is assigned to 
answer the prEestSQuestions, 

Even PCs without access to such pow¬ 
erful divination magic ban call on the 
Powers for information or wisdom. Tills 
request is fundamentally the same as a 
prayer for help in bat Lie. If ynu decide 
that your story is best served by the PCs' 
receiving some divine insight, a celestial 
messenger is on appropriate way to 
bestow the requested information. The 
messenger might appear in the PC's 
dream, nr it might assume the form of an 
ordinary mortal. 

Pina Ely, celestials, can bo the DIvTs last 
resort to keep a campaign, on track. Play¬ 
ers' free will {and willfulness) means 
that PCs sometimes cud up going in 
directions you never intended or are 
unprepared to address. Sometimes this 
is the result oi simple misunderstand tug, 
and sometimes players are just perverse 
In any case, the intervention of a divine 


agent is fometkne$ the beat or only way 
to steer PCs along the proper course. 
Depending on your player*, this inter¬ 
vention can be subtle—vis a celestial in 
disguise: dtup; hints rind clne.s to guide 
them back on track—or blatant- -as a 
very powerful celestial forces the PCs 
away Emm an area they have no business 
exploring (like-: the angel with a flaming 
sword set at the entrance to the garden |f 
Eden). Just l>ear in mmd that players and 
PCs alike do not enjoy being led by the 
nose Lis much as possible, let them 
choose their own course. 

Divine messengers an> a useful tool 
for ihc DM—one among many, If every 
ad v enture begi ns w i t h an ayn ras ap pear¬ 
ing m a blaze of glory, the experience is 
cheapened, and if a solar with a flaming 
sword appears nt every wrong turn Lo 
steer the PCs back on course, the player* 
feel cheated. Us^d in moderation, how 
ever, celestial envoy* can add a depth 
and richness to your campaign, helping 
the players to feel that their diaracters 
are part of som^ing important, that 
they are key figures in the cosmic *tmg- 
glv between good and evil. 


The primary agmfc of divine Intervention in 
James ' life are ipjjfr, Arrry, ami son, Carter. 
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Great io + the Ninefold Dragon, strove for centuries 
to lia^fhe warn among hew children, hut to no avail 
Although the Connell of Wyrms established a tentative 

J eace among the metallic, gem, and chromatic dragons, 
ertaici lesser wyrms fought on, heedless of the wisdom 
i their betters, Ultimately, the Council of Wynns ban- 

ftf ' v :■ ished Ui esc icbcS wynrn from Io J s Blood isles, 

—From the teach irr,^ ufAttfffmt Gat&far, 521si ymrofthe 36fh Cytfe 

The Council 0 /Wi/rrw-j cnmpn ign „ reused and republished this 
■k, month, .introduces To'r Blood Isles,, a land in which dragons 

rule, served by their; human and demihuman "kindreds these 
dragons care lit Lie for Hue outside world, but humih-oonbtilled 
lands exist, Jar to the west. There, the 'lesser species'" defend, 
their kingdoms from constant attacks, their dragon slayers 
honing Lheiir skills Lor the Inevitable confrontation with the 
dragon isles. Even in lhe west, however, so-called lesser drag¬ 
ons exert their influence. 

These wtstL-rn wyrms resemble Lhe traditional dragons of 
Timst ADsaD* campaigns. Hatchlings grow up with their par¬ 
ents, rather than benefiting from the teachings of dozens of dtmi- 
hornan kindred and aduJl dragons. Fully grown dragons think 
msthing of slaying ona another in these kingdoms. Some, such as 
the steel dragons, even go so far as to associate with humans, 
fashioning themselves as protectors of the weaker species. 


The U/yrjus OF THE U/ESf 

lhe western dragons cornu In several varieties, all but 
unknown to the 3 powerful dragons nf the east, "['hey include the 
cloud, deep, mercury, mist, shadow, sUv\, and yellow dragons. 

Tables 1-7 provide all the information needed Lo play these 
seven dragon types as player characters. Those seeking rofe- 
playing surges Lin ns for lit esc dragons should consult the 
Habitat/Sodely and Ecology sections of the dragons' indivld- 
llliI Motvsinous Manual " 1 entries. 



races arc 


inherently evil and LhiiS noL recommended as PCs. Those 
wish to piny such a dragon might like Lo play a good-all;; 


races are 


as PCs. Those 


Roc or .D fla go ns 

Three- ot the seven main Council of Wyrtns dr a son 

wno 

guLKi-aJtgned 

rogn.it 1 rlnlgon. 

Dragcps who rebel agairtstthdr spesi'Lis' attitudes find Lhcm- 
BelviHTi tolerated at hu-4, persecuted at worst. A shift in Lh.e 
dragon Vv Lewi* l hi | riw, neutrality and chaos is least offensive Lo 
other dragdhs of th« sanse type, fzi such cases, the SLibmce 
of the PC is a- slgUTftcantfectnr lhe open-minded 
steel wyrins, for instance, display mnre toler¬ 
ance toward a neutral good roguo than 
would the fell deep dr^gcinK In many 
cases, however, such a rogue dragon 
is considered merely wren trie, 
dot a rebel. 

Rogue dragons who make a 
more drastic alignment shift, 
: -such as a good-aligned shadow 


+able l: R^ciAt A'BklfY Rjqu iRFin Fr*i s 

Cloud 

Detp Mercury 

Mini Shadow 

Sled Yelliw 

Sir 7/23 

it 53 Cm 

i/20 5m 

-1/2(1 6/22 

De* 3/14 

3/15 6/18 

5/15 5/16 

3/13 3/(7 

' Con 5/18 

5/1* 3/18 

■3/3S 3/IE 

V I <3 ■ 4/18 '• 

lut 6/21 

S/20 3/lb 

3/15 ?/18 

3/18 3/17 : 

w$ i m 

3/1 * 3/lb 

3/IS 3/IS 

3/18 3/18 

Cha 7/21 

3/19 5/19 

4/18 4/IS 

6/20 VIC 

?:■ me : 

liirnbwx: mitriwwn and maximum ('alues ciiHjmj hi damned. 

although if dragon maygain or 

lose ability points through spell 

effects it .'ill 1 certs 1 m mag irrW item, such ns n torne of clear 

drought fji 

l such cases, the nhihty score range? 

ran he ignored. 


t/inLE 2: 

Racial JftBii.itv 11 0 ius i niLirl ;. 


Sir Pex 

Con InE 

WiL: Clih 

Cloud 

+5 -J 

— -1-1 

! 3 

1 Ij ^,v l ::: 

Deep 

f-fS -3 

+2 

- -1 

Mercury 

... 2 

— -H 

— 4 1 

: Mist 

■<2‘ ' 3 

r2 

— — * ; 

: Shadow 

*2- -3 

— -3 

— . — 

. Steel 

-2 -3 

— -1 

1-2 

Yellow 

■4 -1. 

— — 

— +1 


fflBLE 3; 

KftciflL Cxass urn Lrvn. Limits 


Dragon PC Dragon-Prlesi 

Dragon-Mage 

Cloud 

12 

12 

,12: 

Deep 

! 2 

12 

1 2 

Mercury 

12 

12 

n 

Mfet 

12 

12 

U 

Shadow 

12 

12 

12 

Steel 

12 

12 

12 ' 

YepsW 

12 

... 

IT 

Nsure of the ihagons may normally become dragon- 

psi&mcists or possess pshnfc abilities- 


Tfl determine lhe abilities and potiWs rf the dragon PC n( each 

level, refer to the entries ?ii the MwiErnttjjfl Manual tome. 


ft\ 13 1 f 4: 

PMf EWltD Kin PREP 

3., ? a -C: i'Li-'.’/!;Ti-v: y '4 


f'lf 

D^varf 

Gnome 

Cloud 

Preferred 

Rare 

Rare 

Deep 

Never 

Preferred 

i-uire 

Mercury 

Rare 

L^nrc' 

Preferred 

Mist 

Preferred' 

N L-Vt:!' 

Rare • 

Shadow 

Rare 

Preferred 

Rare 

Steel 

.... —■ , .: 

— 

- 

Yidhiw 

Never 

Preferred 

Riirv 


Ui-: ac 1. )hl Ol 

































thuLE 

3: XP ADVnncrrcitjit: \ 


: 

i 

S M +VDCI 1,1 r | 3 K_. ! e*OU 


Di i}\ 

tTliM StM l, flji.U<..r'N : 

Level 

XF Required 

UD 

Ijevel 

XF Required 

UD 

H 

: 0 

6 

H 

& 

5 

1 

how 

6 

\ 

: ? 

16aXJi1 

_ 

:: 

2 

250,000 

6 

2 

-v^TO 

■ ■¥ 

3 

TSiTdiifi 

10 " 

3 

250,000 ' 

9 

: 4 

1,250,000 

12 

■I 


11 

5 

1,500,000 

13 

5 

1j000,0QD 

12 

6 

1,750,000 

14 

LI 

.1,250,000 

13 | 

IT 

t 

iODO^TOO 

13 

7 

l,5U0,0tX) 

14 

8 

2,250 m 

16 

ft 

i^i/iotr 

: 15 

9 

2,500,000 

17 

9 

2,(100,00!) 

Ln j 

ID 

2,75V, (JCJLJ 

ia 

It) 

2^50 r LjlXt 

17 | 

11 

3,UlH),0(JU 

]'y 

11 

2,500,0: XJ 

L^ 

12 

3,250,000 

20 

12 

2,750,000 

19 

Cmon Dr.j-'ic;.i":i 1 t 


i 

ilhkyuRy ft - Vlllou? Ui^iqn 

Level 

XT Required 

HD 

Uvd 

Xp Required 

HD 

H 

0 

8 

hi 

0 

5/7 

1 

32,000 

8 

1 

12,000. 

m 

il 

L 25,000 

10 

h 

M,Q00 

7/9 

3 

500^10 

12 

3 

250,000 : 

9/1 1 

4 

1,000,000 

14 

•1 

750,000 

■ii ny 

5 

1,250,000 

15 

5 

Ifiymou 

22/14 

6 

i r 5:o,ono 


6 

i, 25 f?,ono 

13,/ii' 

7 

1,750,000 

17 

7 

1,51)0,000 

14/lfi 

8 

2,000,1)00 

18 

■8 

1,750,000 

25/17 

9 

2,250,000 

19 

.9 

zmM 

ifi/lff 

10 

2,500,00U 

2D 

10 

2,250,000 

17/19 

11 

2,750.000 

21 

11 

2,500X100 

1S/2G 

12 

yxmm 

22 

12 

2,750,000 

19/21 


daugon, am tspecially rare rind almost never tolerated by others 
of their ty pi-\ The t in Iy exceptions a n? d ragons Lhui l can have more 
ttvan i.in h alignment, such as steel dragons, who Lend toward 
law nil neutrality but might be lawful good. Among most drag¬ 
ons, however, radical alignments art; intolerable to their kin. 
Such rogues are shunned by their brethren, while other drag¬ 
ons—even those of the rogue's alignment—almost always tind 
themselves unable to look past the color l 4 the rogue's scales. 

Rogue ivynn5 who openly oppose the plans of their dan 
leaders usually end up dead nr exited. A lucky rogue mighl be 
drawn under the wings of (eoouiltrk or insane) elders sympa¬ 
thetic to the youngster'splight- 

Kdgues who endanger other dragons arc feared and hated bj 
alt dragons. These renegades are more common in the west than 
in the Blond l$fa% especially among old and powerful wyrm> 
who think of EhemfipirGS His invincible. Most dragons avoid 
these creatures-., wJuk seme find I.lie courage to challenge the 
them. In either case, the rogue remains a threat until dealu. 

Destructive rogues make excetlunt Laigets fur human or 
dermhumari dragon slayers, Such warriors will pith nr kill the 


Table b: D KACion PikpHci eno 1 Slots 
Coin ha E Pn> f Lei en cies/Kdi reonib a t Fr o L'i ci u n L i es 



" Initial 

tf/Ijevel 

Penalty 

Irtatki l 


Cloud 

4 

Mz 

-3 : . 

3 

■7/2 

[Jeep 

5 

2/3 

■4 

3 

1 

M ere u ry 

4 

17 3 

—5 

;3 

I 

Vtisl 

4 

2/3 

-5: 

4‘ ;■ 

•>/2 

Shadow 

1 

2/3 

-1 

:■ 3 X 

1 

Steel 

"t 

2/3 


4 

■ M 

Yellow 

5 

2/3 

-.3 

2 

i 


Table 7: Boiros F^pri ci r.nc.i e-s 


Bonus Proficiency 

diV.U us i'rtftiltw 1 Of? ’it :■ 

Cloud 

leather SeTinse: 

ri^vd'ftrfriviit 1st /rvvi!, 

Deep 

Directihri Sense 

ofuhiihvy Mttrii- 

Mercury 

Gaming 

ifi dtarmx&ii ritrf 

Mist 

^winmiing 

|vu trjW^i- 

It the PC ef mtifu $mghf \ 

Shadow 

Apprising 

the i.nirP! 

Steel 

X'lt.sJ ern t rfUiguage 


Yellow 

Survival (IDi^irt) 



rngne outright or attempt to use the wyrm against other drag 
on 5 . These options should not be open lo dragon I'C:, at the 
start of a campaign, a I though they could end up like this vari¬ 
ety of rogue through long adventuring, extensive mleplaying, 
and more than a few misfortunes. 

OTH ft K O M O o 0 S O v t m £ We St 

The lands of the west me vast and diverge. Despite the many 
options and races fit for piny Above, charactere might wish to 
play other draconic r^oes in this new aren. DMs should feet free 
tn extrapolate: iroru the mlus in Cumja'JyAVi/nru and this article 
to expand the PC' options ever, further. 

Dragons from theeastern Linds of lo's Ishmo C"-n v ■ might be 
allowed iit the DM's option- At [or all. lo gave the world toll is 
dragons, and with their vast abilities, they can easily travel far 
l rum the Council of Wy rms. Should they come to the west, s'jch 
dragons are likely to face persecution. '3 he wy rms of the west 
probably avoid the easterners or a hack them in lemcnibrmuv 
of dne punishment they received sc? long ago. Humans will ■ 
the arrival of such wyrma as an attack frorv. Lht- east and vdll 
probably respond with a dragon hum, purging the area of the 
threat. Ttie dfagcsn slayers believe Llul the un-iLem wyrms 
should stay where they are; the western Lands ware obviously 
meant tor humans. In addition, the fact that EoT first children 
have even mure: power mid abilities than the Western dragons 
mu Id inspire panic anrmnj; hnrnanK and western dragons alike 

-*> 

Oatrlig .'V^rtrhri htis pi$t tunm! tight mi mui graihintefi from the St. 
/r.-irii'si'.'jny Acadfimj. Of vim f/mv hundred nrtkh*s fifjd priipn=aJl* 
submit t?d in nmoui game this is h is fif.'h nuhliauiou. 
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DUX BElkDRUM 


T hey attacked li^- while wc were stooping, 

it was our second night on Lbe hard journey from 
Am^bury' to the High King's castle, and we were all 
■.ve^ry, boi’ll': tired, t hat morning wo bad been forced to 
turn oil the gtxxi Roinari road that kei arrow straight to Satis- 
bun-'and plunged into a thick, dark forest thiit WL'mid endless. 

After hours of walking our hor^s through the lot I y. 
thick-boied linear hardly seeing Lite sun through their dense 
canopies, Arthur decided tcntwike-canip in a smiui IL cl ewing. 

"We'Ji reach Cadbuiy castle tomorrow, ,J he said, try ing to 
cheer lies eighteen knights as they sat on the mossy ground. 
Their quires—me inducted—were tending the homes while 
the fipllAiozcn churls Arthur had brought with us were busy 
gathering firewood and preparing to cook the salted meat and 
dried beans that the pack horses carried. 

li was iJ'ic end of summer, the end of the long months of 
fighting against the Saxons and Angles and other barbarian 
tribes who had invaded Britain. Arthur had won a great vic¬ 
tory uwr fiium m AmeHbuty, and the High King had sum¬ 
moned his young HP phew to his eastlp M C mdl'HJ ry. 

The attack that night was meant to kid Arthur. 

We were sleeping sou rid!y, even I. who needs very little 
sleep normally Rut Hie ex^rtii ms o- the battle and Lhe Jong 
wearying days of pain hi 11 v skiw l rrivpt across the hilly, 
forested laud had ready yvew ran; drowsy, 
f dreamed of Anya. 

tt was more than a dream. I was with her, the goddess 
whom I loved, the Creator who loved me. For only a few 
moments t flood in another world, another dimension, on a 
grassy hill warm ivith sunshine where flowers nodded in the 
gentle breeze from the nearby yea. Soft puffs of clouds scutkln.1 
across a brilliant blue sky In the distance, where the hill sloped 
down to a wide sandy beach, there stood a magnMoenlcity 
HI fed with gigantic monuments and graceful temples. 

Rut the city way empty, lifeless. It was the ci tv ot the 
Creators.. 1 knew, the beings wlio tm voted through time to 
mnnipuLite human liistnry to suit their whims.. 

.Anya was the only one of the Creators- who cared about 
humankind. She loved me, this supcrnally beautiful woman of 
the lustrous sable-blads hair and fathomless gray eyes. In other 
Limes she had been worshiped as Athena, Isis. Artemis, 1 had 
given my life for her* more than once. 


She stood before me on tiiat-sun-dapped hillside,bn-iped in 
a supple robe of silver threads. I inched nut to her, but>hs-' 
raised a warning hand. 

" Aw a Le, priori/' she said, her voice urgent, tier lovely t.i;v 
i nten L w iLh a la rm. "* A r. h li r ha s been betrayed ,r 

My eyes popped open. [ was back in il’.e clearing in the 
forest, hardly a moon beam breaking through the dark canopy 
o: die tix-'L^-. Qur fire was down lo feeble embers. I dldn'! move 
a muscle. A chill wind sighed through the boughs so high 
above. An owl hooted once, then again. 

It was no owl, I realized. Men were creeping around our 
littleCiimp, surrounding us. 

Furtively, I reached for the sword that lay at my side. My 
eyes adjusted to the dun light of olm- tire's embers, and I could 
see the shadowy shapes of the attackers edging closer lo 
Arthur's sleeping men. 

"To arms!" I bellowed at the top of my voice, leaping Lo my 
feet, sword in hand, "Saxons!" 

There were a; least forty of them I ran straight at the nearest 
i mes, a trio of burly men gripping lung twohanded swords, 

VIy senses, went into overdrive; the action before me seemed to 
dow down. Li.s it Lime tt:*:lL had suddenly altered, stretching 
>ike la fly into a languid dreamlike pace. 

Out of “ho corner o: my eye [ could see Arthur end his 
knights EOudng themselves. Men were shot!Ling, cursing, nnd 
si irrieonc si Trained Ills death agony. 

All itiis as l;i l l three be:fore me- braced themselves and raised 
their heavy swords against me. I dove hendfirHL into :l iu near¬ 
est iin h, Ih.--v ing ri vy feet enHn-lv in a L;ap th a Lhurtl'd iho piiinl 
of my sword in his chest. Wr toppled tn thegmuncE together, 
lusbkHsd Tol iill.isuing li s I yanked im sivuj d. oliL oJ him arm 
rolled away fnim a mighty tw^haitcied duutthat would have 
cleaved me in two if it trad turuled im me. 

Scrambling to my feet, 1 sliced the villain through bin 
throat before he could swing at me again, l-Fecruir pled, gur¬ 
gling blood, as 1 danced away from the powerful swing of 
Ms companion, then look off both his hands with a single 
blow to his wrists. He shrieked, wide-eyed with pain and ter¬ 
ror, as his sword let! to the ground with both his hands still 
pipping it. 

Leaving him, I turned to see that Arthur Vknights were 
giving a good account of themselves. Without shields or 
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heliTiftH r wiihnut c yLin Lheirchain ma.il, fliery £ t i I' 
were liKt'ki:ig;hrough * he attackers wi I h grim 
efficiency. 

I saw one nl th Li ^LLiu:kLirs^ Landing oft, linking 
beside the massive bole of h mugl i-l larkr-d Ln.iL:. Their leader, 1 
tlinLLghb and raced town o I hint, He .->:i w me and turned to flee, 

I hotted my ftwowi and threw if a I hii:i. ft was a clunisy 
lL ill i\\ , Lind Lite sword Hit with the Hal of file blade between hi? 
shnnIders. Ihe impact wasciuiiigh to scud turn sprawling, Lull 
by the time I reached him he WrissenuTiiYingtLi his fu:i, Ills 
own sword in his right hand and my sword in lri> k-fl. 

I le grinned at me like a woU. ^'jNqw yon die, fool." 

! peached fur the dagger l always kept strapped tunny ihigh, 
lhedagger that CXlysseos had given me in the C IrcL-k camp on 
the si H mi- -of ilium. M11 l much against tw li * won I s, bn L bet II :-r 
than my hnre-hands. 

Behind me I heard iLu: din of battle; sivordsdangmg. s nm 
screaming in pain F even thv panicked horses neighing and 
stomping, hying Lo break their tethers and run away from fhi^. 
bloody mayhem. 

! le adv a 110 'i. I l ip< i\ i \ nt : r wa v i ng his two swords osi f try in g 
to hypnotize im-. I watched him, mv supercharged rentes 
studving every bundling ol his muscles, every movement of 
his eyes. I lewas stalkm^ me, still gTinnin^ confidently. 

! flipped the dagger in my hand so that t hold il by tho point 
and, before ho could think to move, hurled it min his chest. It 
hil him with j solid thunk, and he staggered, The confident 
grin faded His mouth ; Led with Mood I te tried to stop 
toward me, tried to reach me with the swords, but his Legs had 
rin ^Lmiglli in them. I I e col lapsed face-first at my fee thriving 
i Ely dagger even deeper into his driest. 

By the time 1 had n-I j i l-vlmJ both my sword and dagger and 
dfefflfbfid them; Arthur, Bore and Gawain had joined me, 

" Yo o r wau l i rig : us, ,r ArLh j r sa id, sdil breathing hard,. 

tiriw Am X chest w as heaving, too. '"Afew of tliLM.n mn off into 
th:• woods, hnl lltirty oe so will never leave this clearing." 

T ntKkhd. My sin-ics had calmed down Lo normal. "Pittwc 
lose anyone?" I sked. 

Bors nnswc i i 1 gn i I'd y, "X t : t a ■: jtu-. I Vvt> l> f the eh li rls were 
rut down, and several men art? wounded, but that's all A 
Obviously Sir hors did not amsider laborers to be worth 
counting as real men. 

A r tho r asked, "Tint m; ki iavi > ■. ■ re i idt Sa xohs. 1 hey were 
C .'cl. as we are Why a tta ck 11 s?" 

'' Robbers/' said < ,-..i w n i n. " A I r,\ r i l I < :>r ml il x ■] s ■. v li. :■ thou g It t 
they saw easy pickings." 

"Attackingarfued knights?' 1 I asked. "And an equal numbci 
uf squires? [Jobbers arc nut sobold/' 

"Eighteen ftlccplng kmghts/' said Ga wain. 

Arthur added, with a smile, '"And most squires are not 
lighters of your caliber, Orton A 
Ijors bent down lo examine the dead manatoor feel. "This 
one was noccmiman robber, mviord/ 1 he said to Arthur. 
fJ Wl;n.t makes you tty that?'" Cawain challf^jgcd. 


"■ I knoiv I h I s fa ce. Re wm s a i na i i-al -an ns a L Cadb nty castle." 

Arthur stared at Boni, dumb founded.I4e served n\y uncle 
Amt>msius7''' 

^Lirs nodded grimiy. ''"Look here. T Tl: still wra r.s the High 
King's erC’Ht on It is titnic." 

■'Treachery/" Liawaiin whispered. 

With a shake of his head, Arthur s;ml in :■ low, I inflow voice, 
'■]. can't Lieiicvc Lha■. my unde would sene- these rnguc.supon 
us. VVhv would he do so?" 

'■'Jealousy, my lord/" anisivcred.Sir Dots. "Your victory at 
Amesbnry gives the High King pause. He fears for his thixine." 

" but I would noyer.. . f ‘ Arthur seemed thoroughly shocked. 
"He knows I would never seek his crown." 

‘"Docis he, my lurd?" Bors replied. " I wonder." 


T in? next day. web sultry, the Last touch of summer that we 
wt xi til sol- lha l yea w O u r lit He o: jUi nut 4 >f cm >u i Tied 
k nigh Ls and sl|u ires climbed the steep lUi sty road slowly, the 
horses tired, lIto men sweating ..m-J too weary even Lo grumble 
about the Jong journey or the hot suo Hazing out of the cloud - 
.less sky. 

I rude Ijeside y oiuTg Arthur, as a squire ^hciLtld. Usually 
A rth 11 r was 1 jrigl \\ a Lid eager., f u 11 of you l :i fo I L-n H u islasc n. b u t 
this diiv he was quiot, thinking about the treachery iif the night 
before. Tine tunic he worn ovot Ilk chain maai was-covered with 
dust, staiTiLxl with sweat. His Light brown hairflowcxi past his 
should ere, his blue eyes that usually sparkled with dreams of 
glory swirled to lx: Lociised oLsc where, looking li.ir answers 
they could nut find. U nwriecioLisJ y, he scratched at liss bristly 
be a rd It was con ung in n icel y. b u L II must have been i kh y. 

"' I wish Merl m were witl 11 is," ht: sj id, with a ftigh T miss 
his advice. ' r 

We had left the old wizard behind 4 Ana^bury; too frail to 
make the trip with us, he wonkl tx: coming 3a.lt.-r by wagon, 
with theanmand other spoils fAmi Hie.balLle Arthur had won. 
"‘Merlin is ve.ry wise,' - ' I sald- 

"He? prophesied f Tvould win a great vidory, and he was 
right," A rthui- said. Ho treated mo mt>re css a h-icml than a 
squire, and often unburdened his inner thoughts In rise. 

Mis uncle, i ho High King, had given A rtluir cl urge of lItc 
L ittle hilltop fni l ut AcTiLsbury. Instead of romaining inside its 
wooden paJi^do, Artiiur had sallied out with Ins- knights and 
routed the barbarian horde that was besieging the fori. 

'Tt was n gi.'Vh’t -. Y Liry, wasn't il?" ho said, smiiing at tho 
memory- of st. 

■'"Indeed it w as, my Ion I." 

" I ivinks to yoLL, Orron." 

L Liad shovzn Arthur and hi knighfcs hnw to make stimipii 
ajid ftpius. The knights hjid laughed at my "inventions/' but 
Arthur took them seriously; saw what they could do. Wild 
Stirrups to hold ns firm Lyon out mounts, w..: charged the 
-Lirpi lsL'd barbarians and smashed them so badly that those 
who were nut kiLled fled shrieking for their lives, 






"You led the charge, rry lord/' f said to Arthur. "I' was your 
v i - ion and it nira^ that convinced die kn idi b to accept the 1 
new ideas." 

Arthur nodded,his face going somber. J 'Nmv I must 
convince theHigh King," 

He li.id concocted a plan tu drive the batons bind JhIL thu 
other barbarian tribes completely out nf Britain. Only thneu 
men knew or it, so tar: Arthur. Merlin, and myself. EL was a 
plan that could work. I thought, if Amhmsms was Willing tn 
accept ft and was not already ifetfttl Hiat Arthur threatened his 
pnsilion as HI igF i Kiug- 

There was one other obstacle in Arthur's path,as well: me. J 
had been sent to tbit rime cmd place to prevent Arthur from 
defeating did barbarians who wore invndmg Britain, lb 
assassinate him if hisvnemius didn't ki|E him first. 

"I !i«:>k! Arthur stood in his stirrups and. pointed. "C adbury 
eastJof 

It stood a l IhecresLof toe steep hill we were tediously 
climbing. Cadbury' was a real casfk. built ofstone, nol urn.: of 
the ode wooden hill iorls that Ambrosias had strung along 
thu countryside to contain the Saxon invasion. 

"It must have been built by giants.he said, staring at thi: 
high wall and the towers rising above it. 

"No,''' l said. ,J EL was buiU by men." 

’"But Orion, mortal men i ■ uI lI ^evcr tall such stones! Louk at 
diem" I LAijnpossible/' 

L had scaled I in: but ding walls ni Triiy and helped hi bum 
die fabled to woes of Liu ml. I had tried to defend tripl&Wallud 
byzaiutiiim against the ferocious Turks. Cridbury wiis nothing 
compared to them, but In tbisu^gur young knight it was the 
grandest li e\ j lE Li:l L lj ix : he had over scon. 

"Roman engineers built most of it/' f told Arthur. 'The High 
King's -1 uiuv rafters have added to it.'' 

F le refused to believe such a mundane explanation. Arthur 
was tornhy nut of his teens. Full of the naivete ar.d credulous 
i[iinkurtcu (it wide-eyed youth. 

"Kol even the Romans a ail d have built so high without the 
aid of the gods/' he said. Then he crossed himself. 

F held my longue. If he knew what Liu: gods truly wyni, he 
would weep in shocked disillusion. 

"I _ook, Orion!" he shouted. "Ambrosius himself isul the 
para pel to welcome u:d" 

Ft Vva.suiLe.Tbe flags of-,he High King snapped briskly in 
trie hot breeze up on the cienelations a I op Cadbury's main 
ga Le. t h l d rawbri d gu w as d owe l, a nd tF i rough thu open gette 1 
mu Id see that the castle's courtyard was thronged with people. 
11 AmE>msiiag had truly sent those scoundrels to murder 
Arthur, why would he be waiting at his castle's main gate with 
prsnnants Hy-ng? 

J thought I knew the answer. F'he would-be murderers liad 
been sent by A ter., the Golden One who created me lo be his 
1 luntorAks warrior c-nd assassin. He knew Iwas resasung his 
commands lo kill Arthur, so he arranged the previous night's 
attack. Even though it had failed,, it had opened a wound ut 


suspicion between thu \ ligh King and his 
young nephew. 

A rt.h li r s-pu n't,vi his mm l n \ 1 i gh 11 y a lid trot Led 
up rhi. ■ strep, dusty mud, eager to reach die 
cay tie, 1 urged my home for waul, to be close-enough Lo protect 
Arthur if the need anise. I le had no idea dial lhe gods lie 
dreamed of wanted to kill him, r.o idea that \ was defy mg 
ihuyesu-cu kkl gLids to protect him. 

I low cduld I explain lo him dial the gods he imagined wen.: 
my Creators, descendant of the human race from ih-■ far 
future, powerful enough lo Lravol I hmugb Iime, in S>ein I tl ic 
currents of the canting urn Lodiuir whirti. 11 tu U bunii created by 
one ol ilicm, AlL:n..-. mol arid I ia 11-mod with the lust for power. 
The Creators squabbled among themselves like spoited ■. i■ il- 
cdcji. and Lhdr disputes were sets El J by the blood ot e nodal 
men and women; 

I havofought and killed hjr-AtenOh conntlussmissions 
across- ypncvlTmi,\ From Cave-dwelling tribes to fleets of star- 
ships, ! have died many times, r yet each time he revives me for 
A rn:ith *t griyl y bisk of ba htle tJT m u rd ei'. 

L ie Imd sent mi* to this plaoetmU 1 , to be by Arthur's side. 

At first 1 had thought that Atm wanted me to help Arthur 
siiL’Ct^d Fii liis dream of uniting the Celtssu they cousd dri\'e 
the SaXonsand Angles and oilier barbarian invaders frcpi the 
shores of Britain. But no, Aten's true purpose was to use 
Arthur briefly then destroy him ukc a toy Lliai no longer 
pleased him And I was Lo he his .nss.e-dn. [fall else failed. 

"My uncle Ambrosius waifs to greet us," Arthur said as I 
pulled up beside him. I I is handsome face was wreathed in a 
brilli.ilit smile 

"You see? Flic word of your victory at Arnesbmy Fins 
pleased him/' 1 ssiA:. 

"Yes, perhaps .su/' Arthur a jjnaud. 

1 glanced up at the flapping banners atop the open castle 
gale. I could see a gaoup of men standing I hu e, watching um - 
a p proach. L >j n.; of thei 111 m i1 i i ;i vc been A mbvosji Arthu r '■ 

undo, High King nt thi^ British k eds. 

Arttmr's eyes followed my but l heard him muttering, 
rj VVe can drive the barborians completely out of Britain, drive 
them away for good -If onlyAmbrosius will trust my plan/' 

"I le vl" ill r cny lord. I'm suie." I said. 

Arthur nodded f but Fr. was obvious that his thoughts had 
hii-mtd el&eivhere. We rode along m silence up lire sivitdibacks 
of-the road, climbing the J'uJJ on which Cadbury caslte was sited. 

'■What do you chink of the castle. Orion?" Arthur asked at 
last. "Have you ever sou: such mighty wo I Is, sue h high 
Lowers?" 

I smiled and kept thu truth tu ir.y-ull. "It won Id be difficult 

Like Liy SlOrn l.. i c iy lord. 

"Di ffic li IL!" Ht: J-li Ligiud, j youthJul, hovisll laugh. "T amid 
defcjicH.'adbury against all tht? b^rh^iririii htu dus rora hundred 
yeais! 

A'u, [ thought You won't beaTlowed to live th-rt long. 





\ mbiDCKkis slylcJ himself High King of 
f~\ Lite Britons, whi el l meant Lhat many of the 
petty kingdoms of th-eisle proved allegiance 
Lo him, Hu hod earned that fealty by ba tiling t he 
Saxonsanti the other invading tribes for many yeflrs, building 
the string of hilltop for Ls such as Ameshury in Hl> hope of 
holding H u’ invading barbarianj to Ihcir biwhhMdsand no? 
all owing them m penetrate into Llie heartland of Britain, 

: le had fought oEhei (AT..*, as well. Celtic Britain was a 
patehwt >rk oF pet j y kl: i g »r 1 bs, '' each ruler jea I chi* of his 
neighbors* suspicion* of the kingdom over Lhe next hill. When 
Ll\e Romans ruled Britain, the tribe* had at) bowed to Roman 
law. R lie once thtHegion* were withdrawn, due very year th.nl 
Rome itself wan sacked by the Visigolhs, the Celts swiftly 
reverted to died paltry rivalries. 

Like his £adter,beft>ife him, theEldet AmLnosius, this 11sgK 
Kin* had won his shaky allegiances :i>- much by the power of 
hi* even'd over his fellow Celts as the need fur ail the Celts Lo 
unite against the invaders. Hie allegiance* r*wor n to- him were 
i'rudglng, at best. O Ay n High King of in flexible will and 
exceptional power could keep the L-^or king* loyal '.o him. 

Noi-c, as we assembled in the Castlif* grout IiliIL to hav e atidl- 
01100 with the High King, I saw that Arfimrsius Aurelianus— 

, ■ * 1 ie si v led h i nisei-wa s getting old, I I is IH el i.u: y. Strilggfcs 
,iga i n.st 11 io Haxoa* and Ji: s o\vn Cel ti c nei gl ib irs hat J Li i kni IL* 
tod.: k 1 had ono' been tv. 11 and s Lately. I could see, but the 
■rveight at respmaihiliiv had bent him and stooped his onoe- 
Lijioad Hiou Idois oven though he tried to appear dignified in 
his royal fur-trimmed robes. His hair and beard were gray r 
nearly white, and thinningnotteeably; his face had The pallor 
o: approach lug death already upon it. 

In contrast, Arthur was strong and straight and vital, practi¬ 
cally glowing with youth mid bursting with confidence and 
etLthufviasm about lh.e future. 

We had all washed oh the dust of onr journey from Ames- 
busy before this audience with the High King. Sir Burs had 
Leased ine, as usual, hi 3u? rough way: H ' Pity the wash bowl 
isn't big enough for you to sit in. Orion/ he had said, wilh 
mock seriousness. "We all know how you like to bathe your- 
sc-U, ^ i ki - .1 fish/ 

The other knights had laughed uproariSisly. My cleanliness 
wns;i subject of much hamor among them. 

Bm wl: -.vL-ce jLL scrubbed, beards and hair trimmed neatly, 
a n d vmari ri| ; our best inn tes for A. mb tosi us. Even young 
I .-ijii.vloi, hi* baltlc-camed knighthood scarcely a month old, 
bad dressed in his fines l Breton imon for this? exalted mom ent 
I he audience was largely ceremonial however. Ambrosius 
received us m the great halLwllh half the castle's inhabitants 
111 rouging the room- The wiimon, wore long gowns of rich Fab¬ 
rics decked with gems arid pearls. \nnr: of the men wore mail, 
although thev each carried their favorite swokJ at die hip. 
many of the scabbards more hcavsh Twvlod than the women 
A pretty bunch of dandies, 1 ' Sir Burs growled under his 
breath. " Vhey'd be useless in a fight 


Hil- I hill itself wis almost as large as Priam's raurtin old 
Troy. Tong embroidered tapestries covered most nf the rough 
shine walls, some of them not yet finished, their pictures of 
battles arid hunt* ii lomupieLe, lacking Lite afternoon *unltg3ll 
streamed ir.Lo the tiall through the windows sel high in the 
walls. Tt would take.: hundmds of candles to light thi* chamber 
at night, i thought. 

Hie High King walked * lowly, stiffly. through the bowing 
crowd. A woman walked beside hin\, dressed ah in black and 
so heavily veiled that wo could no Late her face. She- see mo l t 
youthfully Him beneath her tluordength skirts. She kept her 
gloved hands at her sides. She did not take Aenbrosius -1 arm or 
touch him in any Way. Indeed, lie -l: ni l l! io keep apart from 
her qu : . I o d ellbera tel y. 

Ambiosius sat wearily upon his hard throne oL corv-ed dark 
wood, lhe mysterious woman remained standing off to one 
side. The bligh King welcomed his nef>tiew- rind Thanked 
Arthurin a thin r :iarched voice for drising the hart ra ri a n.* Jrgm 
Aniesbuij' fort. Arthur knell and kissed Hie High King's blind, 
then rose lc> his te< : :t. 

rt My lord/ he: said. In n clear tenor voice that across 

tJie room. ,J we cah’dnve the Salons eompk.:t:-ly -out nj Eiiitaiu, 
if you will a I tow HA 

1 was well away From the Jircme, standing behind Borland 
Gavvain and the other knights, among the squires, but 1 couM 
six: Ambrosius 1 ' eyes shift nioiuentarity toward the veiled 
woman. 

•■■'Wo will speak-of tbi(>another time/' Ambrosius 5*aid. 'Tliis 
day is to be given to feasting and celebration, and tli prayers of 
tlianks for your great victory." 

Arthur wanted to insist. "'Rut my lord — ft 

Ambn ^iu^. silenced him by lifting a hand 

"I n addi L .ion/' the High King said, '"it s* my -.vi-h to intro¬ 
duce you to another visitor to Lhis court.''' 

I It- tumi:(i toward the ivoman in black. stepped for- 
wanI, *1111 veiled so heavily her face was impossible to x:c-. 

'"Ttir* i> ilm: p r in C l-ss M erg a nna,'' r said Amhrodus, "of the: 
kingdom of Beniieiii, far Lo Lhe norQ'i. 1 " 

Morganna readied up with both her hands, lifted the veil 
from her Face, and let it drop Iul k over her shoulders. A sigh 
swept through the great hall. She was the most fabulously 
beautiful woman anv of Hiern Itnrl ever seen: hair as dark a* a 
stormy midnight, eye* tEuit glowed Like sapphires, skin a*, 
while as alabaster, 

' had seen her before. 1 knew who she was. Among the 
C 'n<\ h i-N she- cal 1 1 \] he rsel f Aphnid i to. 


F i ir tha n^xt Iwc. days—an l! n ighis—Ar Lhur ^pe-i il every 
n lornent w i th Morganna He was inf a tu-ited wi th 1’er. 
busntttd u * oj’ily a young man can hc-^ 

"She'senchanted him. all right/' saidStr Bor*, diudding. 
Iliad sought Burs- nut, worried (hat Arthur was being turned 
away from speaking to the High King about his plan to drive 








th e Sa x-: irs a rid a 11 ■ I k: < rther b jrbarians ol \ 10\ Eki ta in lor good. 
[kir> had ctihl'Il' himself at home in one or tlk: castle's many prL- 
va:e chambers, .l n k joi so near the stables that 1 could £ raid I the 
horses. Pul to Ruts it was almost sinfully luxurious, with a 
Leather bed and serving wenches* at his beck and call. 

"'And why not?"’ hr added. 'The kid's done wrll enough. 
Why shouldn't the High Kin g g] ve him a princess to wed? It 
makes political seci.^ r Orion, Lying Bemicia to Ambrusius' 
domains here in thc-snutFi.' 

"But Arthur's plan ... !r 

l-k^ri grunled:. T: r ll keep. Winter's coming; LherdUbt! no 
campaigning tor months,;"' 

"The baxors will use those months to fortify their baac5 r " 
l said. 



center nf ttie ring, when.: I stood beside the 
sacrificial altar. A man and a woman. 1 could not 
make out their I'.ao, but L knew who they were- 
"Orson. i s that y i ml" ArU i lij' * v nice. 

"Yes,my lord." 

1 could see now lhat the: woman walking beside him was 
Morgarma—Apliresdite, as I knew her 
He lifted both I nn arms and swung around, pointing (it the 
immense stones rising all about us. 

" J Jon' l leiI in e that th. is vva s built b y n v >r la Is." he so i d, his 
voice a mixture of awe and delight. 

I said nothing. In centuries tortimti, I knew, men would 
claim that extra terrestrial visitors built Stonehenge. How little 
thcY believed in themselves! 


■'Can't be helped No man can outfight the weather.'"' Dors 
tie fled a flagon. "Relax, Orion, bn joy the fruits of ietory. 3 lave 
so;no wine. Find yourself a wench or two." 

Ir was tninpLing. Iuo tempting. Amhre^ius w r fK blunLing 
Arthur 's purpose with the luxuries of his cystic. Wine, women., 
and winter were going to delay Arthur's pi.an, perhaps faulty. 
Or was this Aten's doing? 

"Thank you,, my Lord/' J replied to Dors. ''Perhaps later.'" 

?Te liiuglkid and poured himself a mug. t bn well and Look 
my leaved hi ilk 

"Find vnuT^fll'ii wench or Iy/q," Buts repeated as I stepped 
through the heavy cm ken door of his chamber. L could henr his 
thick daughter evL-m after-1 closed d\n door. 

f thought of Anya, the goddess L loved. § low could any 
mental woman cl no pa re lo her? Yet the temptation wa.s there. 

|#4 

T hat night, as I lay on my straw pallet among the snores 
and stinks of the other squires, 3 tried to snake contact 
with Anya. L needed her help, her guidance, her warmth and 
love. Squeezing my eyes sFiL.it. clenching my fists with the 
effort of it, I strained every atom of my being to- translate 
myself into the realm of blip Creators, 

And found myself, instead, in the middle of the night out or 
a windy plain. E had not traveled that fan-. Looming all around 
nu: were the giant megaliths of the stona circle of Salisbury. 

F immediately recognized the place; in another lifetime f had 
helped - he Slone Age tribes of this region build this site. They 
were j Lb L beginning to turn fmm hunting to agriculture, and 
rry god Find been in help them predict the seasons so they 
would know when to plant their crops. F'vlt si no:, though, 
Sfonchengc wu* revered with awe as a religious site. The 
Druids had cured uctod human sacrifices here until the Romans 
stamped oliL the practice. I wondered if they had re'tunuri to 
the.i- bloody ways, now that the Romans were gone. 

Black l IouiN were boiling across the sky, blotting out the 
mom and stars. I'odes oI lightning flickered in the distance. A 
storm was com big, driv en by the wind that scattered. the dry 1 
leaves and si-t the trees tn moaning. In th^ blue-white glare or a 
lightning strike 1 saw that two pen pie were approaching the 


FI l: w d id yo u get here?" Artl l li r asked 

"The same way you did./' I replied; loo king at Aphrodhc 

Suddenty ho seemed embarrassed., as .sheepish as a Lad 
caught in a misdeed. 

^Morganno brings us here every night/'' he said. his. voice 
dropping almost to a whisper against th^ go-ting a Ad wind. 
J 'By rrllgicY'' 

Another LighFiing bolt cracked the Flack .sky, etching her 
iiTcnsdibk: face In cold-white brilliance for n Hash of a moment. 
[ could sue slu^ w us :tui pleased 

Even in fury she was matchlessly beautify!- F ter eyes, which 
had been as richly blue as sapphires when I'd feeri tier a- 
Ambrnsivus 1 court, ivl-il: c j nc ra id - g ox n now. hisleredoi it a 1 
heavy stiff gown she'd worn then, she was dad now in a tong 
white hooded robe which left her Joveiv arms bn re. I he hood 
was down, and lie- hair cascaded past her sol I shoulders li.ee a 
stream of =1 owing Ldkiny. 

"How dure you?" she spiH. 

L glanced at Arthur. He wus standing absolutely stntl, tro/en 
in tone, as if he'd been Famed into a staLue. She had put him in 
stasis, I realized, so she mu Id Llu-al withjne 

' 1 You mean to mureierhinJ-; n\‘i y\y,\.?" i aocused. 

"He wilt experienceple^^oreenough before he dk r-," 
Aphu>d Ue ^iid, gesturing tu l Isl- dark stone a liar. J saw tli<:t a 
grticwo.hod been chiselled intoil r li]('ars‘y aw ay LirehEood ol 
the Mcrilicin l victims. 

'■ Fm Fiere Ln protect him/' I said. 

Jf Akm LoLlI me you've become tToubie.HnrnL 1 ."' sire said care¬ 
lessly. ''I'heLi lire Druids will h a vvr'.vo victims this night." 

I wos oiiormed r except furthedag^-r strapfxid to my thigh, 
tried in reYich for tl, hilt found That I was fsozeci, loo,. unabSe to 
m.i.we a musde. 

Thunder rolled acreiss Ltiedarksky Aphreatiti^ augh -d. 
■"You would defy A ten, Orion J low fuolish of •, tiu. Tonight 
yi sli lS ie the fina t deat 1 1 .' Ft tore w i 11 Fx 1 no rev i v a I ft ir y l m. ,r 

I strained with eveay speck of energy ! possessed, hut could 
do nothing. I was imprisoned totally. 

Smiling like o cobra. Aphrodite stepped ftune and twined 
her bare anms around m\ iiclA. '1 could make yon v^ry 
happy, Orion, if only you wouldn't resist me. t'orgetypur 







Any a iind love me, CMon, and you am live: ir 
puruJise forever, 1 ' 

Only one word could force its way past my 


pltrtely. except fur the whimpering, echo of her scream. 

I Hit warmth returning to my bod} 1 .1 could fuel Lhe ruin pelt¬ 
ing down on me,move my arms and logs again.. Arthur stirred 
too-1 fe dropped to his knees before Anya. 

'■ M y I a d y/’ h e sa id, Ln hear tic 3 l grj Li tu •. " y< h i h<i vc s a ved 

my life.'" 

"Tint? witch has gone hack to her own realm/' Anya told 1dm 
"She isno! dead, You will sec her again. Br im your guard." 

"1 wit]., my lady/' he said. " i will." 

Turning low 7 a id me. Anya said, "Orion,, edciirl your lord 
back i.'..' Cadbury wishe/' 

With all my being ] warned In remain with her. Bui 1 bowed 
my head submissively: J 'Yrs, iny lady." 

And in the blink of an eye 1 was back un my pallet in the 
sq Litres' barracks. Fora moment t thought it had ail been a 
dream, but thru I nulled Hist f was dripping, wet from Hie 
ram-torni Lh^t had stock Salisbury plain. Through the win 
dow near the barracks roof I could see a serene inoie riding 
urn^s pah:-, i bin clouds. It had not rained here M Cadbury. 


Ch 'l ie, ' Aphrod i le sa td, w i th a sh r. tg i if her I nve ly shou I - 
* k'rs Fi uge L abou i li i m. Co me w i th i :ie, m v I \ iv e, now dial 
we're alone, l# 

She took Ids hand and led him toward tin. 4 altar ! stood 
diere P invisible to Arthur, unable to move, hardly able Lo 
breathe. I fell an ■■. y >. hill >. rouping over my body, as if J were 
being submerged in a glacier, I recalled one of my deaths, deep 
in spate, si iml y freezing until my husrt stopped beating. 

And tlic Lorchlk pnKX.^Eonofthe Druids niai'diicti steadily 
closer. 

i igh L n i ng Ha 4vd again, and thunder boomed. Ra in begi 111 
Lo ped down, but it d id n't strike Arthur and Aphrodite; die 
Wii- shielding thir'ni somehow 

A titanic enu lightni^slxLitJt die ground almost at my 
lee?, blinding mo furseveml moments. When 1 could sue again, 
Anya aloud at my side, dressed -is she had been when she'd 
given Arthur Iks sword Fxealibur, In a flowing si leer min* gar¬ 
landed with fiOWr;X:j. 

Arthur's eyes went wide." Look, Mmgmina >" he cried, Hts 
the I ■ il tv oflhcLake." 

A pi i Ridlte'/ M i irganna whirl I'd to l d eg A nya r si srpijse and 
ra! :,L-1. m In :r L-v-qi iis i I e "ace I w u goddeS-SuS, t*-el d i v i m H y beau¬ 
tiful but in very 7 different ways. Aphrodite was all flame and 
Lsissii.m, I he c.mb-xl ii nen t of se>; ua I allure. As iya, who had been 
wm-shiped . 1 ^ Athena in another ago, was cnol and calm, cer¬ 
tain ol her strength. 

"It's Lime Inr you to leave/ 11 Anya said. 

"Never!" spat Aphrodite. "Hf's mine! You can't have him." 

"Arthur is und er my protFirtiun. You cannot harm him A 

'You think not?" Suddenly there waH a slim dagger in 
Aphrodite's hand. "Onr scratch with this and the poison wi 11 
turn Ids blood io molten fire. Mi- r ll diem agony," 

Anya did not move. Arthur stood goggle-eyed, toodoso to 
Apt i l ud i hi: m k I LIint poi sun-'.“ i.i en dagger to Lry U > ni< m: awu y. 

' 1 Yf>u can't d ok A ten's d esires." Aphrodtie sa id „ sm irki ng. 
"Not even ynn van ^tawnywith that." 

"Can't [?'• Anya. n?plied- 

AnotJier tjghlnngboil cmckled out of the black cltjuds lsilJ 
struck tiled agger in Aphrodite's hand. She howled like line 
lormcpieil srsuts in hell as for a flash of an ins Lari l die was out¬ 
lined in ghastly blue light. I hen she was gone. Vanished oam- 


,V t: i r-nI ligjit \ sough I ouhArthuj: He was already fi^enand 
/ \. in thecxon.iso yard, working out with a practice sw r nrd 
against a dummy target mounted on a swivel so th.it it pivoted 
when it wasstrfflk. Its hvobmoixi^lick arms cutiM - whig 
around and shake a nasty blow to o man who u.'-is not quick 
en ough to parry 7 or a I leasl duck. 

I euuld see : alln gralfiii can r cri into- the diuumy'^ wuuden 
torso by long-departed Roman legionaries. Arthur ivns 
'thumping and banging I he poor thing ns it it were all his 
fn.istrations gatliemd into one: passive.: body. 

bie saw me appmadiiny him and stepped away from Llie 
dummy, sweating snd breathing hard. No ojig elsir war; yet In 
the yard; morning sunlight had barely touched the upper tur 
rets of the castle's towers. 

"She's gone/' Arthursnd; bcwlkleted .inti sorrowful. 

"She is u witch, my Elm-. I/' f kilo him, "You an? well rid of her/' 

He shook hisJrad. "She certainly had me in her power. N il 
weren't tnr the Lady of the Lake, T would he dead by now/' 

"Yes, truly/' 

"Why Orion?" he .vsked, his voice suddenly urgent. "Why 
did h lie want to kill me?" 

[ didn't hesitate an instant, "To keep you from your rightful 
destiny, my lord ..To prevent you. from driving the Kaaons out 
cjt ]5ritiin." 

jArthur's bre i-'.v furniwed. "Tiim was. she serving my unde? 
Hit lie who wants to stop me?" 

"T don't believe Hint.' [answered. "The E iii_tb King did not 
km vlv Morgan n a '>■ true n n 111 re. I 'm sura. Ambrosi \ls wan ted a 
ttigic m;i niage behveen his house: and the kingdom of 
Bemiria,, nothing more."' 

"7 wish I could be certain of that." 

He was deeply troubled, I could see. " there is a way to 
make certain uf it/' f s^iid. 






"How? 1 ' 



"Obtain the High King's approval nf yc.ii]r plan/" 

'"How?"' he asked again. T had no ready (Uisw^r. 

Other knighfe and sutures were coming into Nil- uxuroiK: 
yard u<y.v andbegan working out Soon the y;-ircI ■■ ■. , .=y-: dmigi:ig 
with sword* mid shields under die watchful, impatient eye itI 
Sir Bars. Young Lancelot, as usual, was ablurnf/eal a rull zi :n- 
/.Led action, knocking down one opponent after another. Even 
Gawain had a hard Lime againsEhim. 

Arthur and ] practiced against one another for <: while. T did 
my best Lo refrain from hitting him, a nd allowed hi m La whack 
me now and then. 

Cnee we paused for a drink from the rain barrel, panting 
and sweaty, Sit Burs Lippucxidieit lis. 

"My lord/'' said the gn iff old knight, "'it's good bo see you ' 
out in the sunlight oiicd mom/ r 

Arthur nod dud without enthusiasm. "Morgannn is gone/ 
ho said simply. "She won't be back." 

"Headed back to her nor them roa ln% I cKpoet/said hors. 

"I suppose so " 

Gawalncame up and banged Arthur on the back. "C. iood 
riddance to hoi!"' ho said, with n happy grin, ‘‘■"['here .ar^plenty 
of o ther women in this world-'" 

,j jVol liko her," said Arthur. 

^That's what makes it ail so wonderlid,"' Gown in countomd. 
"K'le hvnnf them are alike!" 

Bors I ■[«.s-ki: into a heart laugh and Ga'vain guffawed loudly 
Ew:n Arthur maefeged a slight smile. 

tie's going lo ho all right, I thought. I lets going to K 1 his old 

St’!l JgLtilL. 

"My loi'd," J lI a rod lu Interject.'" Wo have much work to do." 

Arthurshook Ins head. ;-i■- if to clear away cobwebs. "Yes," 
tie said, J ' J must seek an andiota e with Ambrosias at once." 

Yet the High King wail l-.J Arlhu r's jvsquejsL lor days on end, 
offering one excuse after another. Artiiur began to worry that 
Ambmaniy truly fea nd h\f Ids cmwn and had Intended Jor 
Klorganna tu murder him. [stayed a - close Lo Arthur osl 
con Id. fearing that A ten—i ir pert lm p.s A r nbn is! lj&; a I La v all 
would send another assassin After him. 

Ali Lunin was d :n~ wing to i t* d t ye. Tlie a ir twn sed s':: a rp Iy 
colder, wi Lh a hint of snow i n the gray rl i n x :s. A m hn wi l i 
ordered the last hunt of the season, and all Itif knights and 
aqu Lres rod e? ovi t of th t* castle ti i n m d< m 1 r I if ic dot :r a nJ lj ll i or 
game that would provide meal through the criming winter 1 . 

'"How can I convince him of my plan whim he.: won't even 
ice me?"' Arthur complained as we rode several ranks behind 
the 1 fifth King and his entourage. 

-Woneed help, my lord/' I said. 

-t Lt-Lp? L : nim whgm?" 

"Merlin." 


inctj his arrival At Oldbury some weeks ear Li or. Merlin had 
remained closer to Ambrosias than Arthur. Vl'-L when 


Arthur called for him, Merkn invited the young 
knight to his tower-top aerie that verv- night. 

Arthur brougLitme along with him; together 
we climbed the winding stone sta -rs that efrded 
c-'iid Ll'S&Iv up the lofty round tower. At last we readied the Low 
don i* way al the Lop. Ll was open, ar.d the cold night wind v..h;s- 
Lkd Linough the liigli chambers. 1 could fee Merlin perched on 
a shall nl a high, table, wearing a frayed gray robe, poring ovi.t 
some parehmenl whose earners were held down with various 
weigh L-i, including a human skull, the wmcf made the lamp 
hanging above his t.-ib.Le swing bade and forth; iL tousled 1ns 
long gray .hair and pEuL.kod ai his beard fitfully 

Artlui - ducki : E1 1 n.r.i gh LIil ik j(> rway wEihouL knocking and 
walked up to rss table; E stayid at Lhc doorway as a proper 
snjuijeshoU'C. 

fhe old FTiMh lonkL'd an l ioeu Lil:-; piu'dimcsuand smiled a.1 
Arthur. Through the wrinktL^ and the long, unkempt heard 
and hair I thought I fdw a ban I i n Lolii}^ 1 ^- horning eei his 
denser obsidian eyes. Agsin I jiskvd [n 1 ,'.^:.! vvlicLlier McdEn 
cou I lI he one 11 f th e C re a ti vy i in: \s\ o aise. i si i, v.. 1 1 i. h ^ u ie? 
Sharp-witted I !erntt-d? bdi-^ssmcd A:us? Sanely he wasn't Lho 
burly,-imperious Ares- 

And if he is one of the Creators, wlsnsi - side i.- he on? Is he 
working for Aten, as Aphrodite wak? Or a^jinsl i\ io t .oiden 
One, as Anya and 1 were. 

Me bin Listened quietly as Arthu r, pacing around l he lower 
chamber, pound out his worries about Ambro-Uis. I Sto;>d 'ny 
the open dooiway, silent and unnoticed. 

"rear Jint/' tlicoki wi^rd said - 'The I Tiigh King In^rs you 
no it- will,, of that I am suit/' 

- Hl Lt why won' L he li steh ;:i uw?A rtl u ir df mji nded imj .>a 
tientlv. "An arme of knights equipped u i th stimips and spurs 
could smash a 11 \h& barbarian camp.s and drive the invaders 
uut oi Britain ■" 

Reaching up te- pliiee a c^tltiiinft hand un Arlhur's h-'tvad 
shcudder, Merlin exjilaincd-, ''Amhinsiusi.sa pre-ud !nan. 
Strong and InJtcl 1 igijnL." 

"'hut he won't accept a new Edea," - Anluirgnimhled 

" He -ivill/'' Merlin explained, as he guided Arthur lo a 
canvas chair. '"L ie will accept your new ide-i ... as soon as he 
btioomes convinced IL is has new Edea. 1 ' 

Arthur glanced at mo We both knew that the slirmps and 
spLus tliat ItadlcM to Arjhur’^lriuoiph ab Amokbiiry hau hecsn 
my "inventions." 

I urning hack toMci jin, Arthur asked, "And how do 
An :s i uh Li j think it's his idea ?" 

Mttfiiti f^irseil Jiis Lips lora n’.oment and stared off into 
inffnityv iiis oyes uiifricusod as if ho weic in a trance.’Arthur 
gaped at him, woudL^r andhopt: vviitten dear/r on hi&ycumg 
fac+c 

At kngth r Merlin 
smilixl bmaiily. 

"A triu meV, Arthur, 
attend Em." 



"A 1 1 h inif v? |r 

Tugging n t h is knotted b^ard. Merlin nodded 
thoughtfully but said nothing for many long 
moments. A: last he said, "Yes, a tourney will do 
I he: r it" k . A mbnosi t is li kes Inn rneys He I .ikes a eh il d : sh plea ■ 
surt 1 in seeing his knights bush each other." 


chair for him. ()t : course, many of dm churls cmd women and 
townspeople squalled ur. the gra^ at the edges of tine field to 
waieh ifie festivities. 

A herald stepped salf-impnrtenliy to Uie middle ei the open 
field and made a lung, rambling announcement of whal every¬ 
one kriiw wos to fome- Then trumpets blared, drums roiled, 
aad Ambrosias Iitied his right ha?id. above his head. lie held 
it thi-'re fur whal seemed an. hour, white we sweated with 
anticipation and uur steeds pawed the gjoiuid impatiently 

A mb rosins Id hi^ hand drop at Ltd, and the two suU, of 
knights—screaming their,blondihirsiy batik: cries i hrirgid 
each other. 

Ac prodded uur boot* into l l full gallop and hurtled 
si might at Uie Cadbury 7 knights, who were advancing, at a 
noticeably Slower pace because they did not have stirrups li i 
keep them til their saddles. My census went ImLi overdrive; 
time aejenried tosLreteh nut into dreamy slow-motion. 

J galloped dig]lily behind Arthur, \v ho Was crouched low 
O' 1 ,; ei Jlis Steed ' s inane, h i s la i u i: j ioi r i Ll -l I st r a i j._d it a: h 1 tri j+o die 
red dragon rui I’d*shield bright and ^teaming, tin- red plume 
on Itis helmet streaming in Lhe wind. 

AjiIilu *meh could charge aL lull; tilt* and that is us noth,- 
what we did. We smashed into he Cadbury knights with a 
irighUul roar and clang. Men went hying off their m mints, ami 

oral of the Iu^sl's themselves went riovyn I Junce* split and 
si i i vend. 

'll inn igh \ b: ■ narrow eye -1 i ts of my helmet 1 saw a knight 
riding ?>lmight tiiwanl rre, his heimeted head low over his 
shield, which bore the figures of a black raven. My own shield 
wv.s plain and unpainted: As a squire T had no right to an 
emblem. I [minted my lance at his eyes, and when he uncor.- 
Scimisly raised his shield slightly l made the center of tliat 
black raven my true target. 

I could see the padding on Lhe point of his lance unravelling 
.is the distance between us narrowed. 1 took the shock ui' Us 
blow upon my shield, angling the shield enough to let the- 
lance slide off harmtessly. livmly mounted with my stirrups,. L 
absorbed the Impact easily enough. Not so for my opponent. 
My own lance struck his s.hmld dead-on. l ie was ji>lh- lL com¬ 
pletely out of h is. sad d lo and went hurtling to the bare dusty 
ground with a painful thump. 

'Our compart formation draw straight through the Cadbury 
knights and wheeled around, ready Jor am^ther charge. Hu If 
o ur oppanen Is had beet ui c lI u :<t sod; jruii vy ol them were s i a g- 
gering off to the sidelines, ckm>d and bruised, some oh them 
helped by their squi its. Odicrslay on lhe dirt, too hurt lo 
[i'iov i.:. Tn l‘ crowd w .il-t roa l ing w ith h I nod tb i rsty glee. 

Ew'O ot Ltiir itien were down, but Arthur seemed unscathed, 
tfawain had shattered his lance; railing with fury and battle- 
lust Ite bent down hom his waddle and grabbed another one 
I rorn lhe spares stocked -it the edge of the field. 

ALiiV>,s tlie Hold, what was leftof the Cadbury knights 
milled about in shucked confusion. Arthur raised his Lance 
above his head and shouted, ,J Follow nnT 1 


A mbno&iui waa delighted with Arduir's suggestion 

l of s contest. 1 the knights from Amesbury pitted against 
the knights ol his castle. In later cunturk's, wium the so-called 
Middle Ages reached their zenith, knights wort* cumptete suits 
of steel armor from head Lo loo, so hea\ y iha: ihuy had lo be 
hoisted upon their mounts. [wen then horses wene li r mo ted . 
Tournaments then were highly regulated affairs, a pair of 
knights entering the ists Lo thunder straight ahead al hill 
gallop and try Lo unhorse each other with blunted hakes. 

I hat was all ctsiturics in the future of Arthur's time. On that 
grav Late November al Lomnon atOdbu ry ccsite rhcrc- was 
hardly anv org^hiaaltun to the foumey. Ambrosius' mounlod 
knlghis gathered a: one end ot ttio bare dirt field in their chain 
mail and helmets, LJuti L-shie Id a L-mhkmjned with their incLSvici- 
i.i a I err I:: I ms., ormed ■*.v LtL i lances that were bandy padded. 
Tliere. were -or ty-three ot them, by my count. Arthurs knights, 
on their steeds al thy opposite end ot the dusty field, similarly 
l Lad and cured, v-rcte dian half that number, 

Ficcause the Cadbury castle knights so outnumbcjcd 
Ar:hur s meiAi ilLi rosi 111 - l-.ad grncietisly aJovv^u ten sl| ui: l' s 
Ll:i ride with Arthur. 3 was glad of that. Kosing my mount io 
Arthur's side, I intended to stay dose by him, on -.lie alert for 
treachery. Je would not lv difficult to ■■accidentally■" murder 
Arl3■ ur once the rnel l j c started. Knighl> wi-n- 11 IT■ 11 h;i l lb, hurt 
in ioumeys, sometimes even killed. 

Lancelot was grinning broadly ^.s lioslipped his fie!met over 
I"iis head-1 was uneasy about him: a tti-nagcr wFio could fight 
like a whirlwind^ he had sprang up nut of now lien: lu win hiy 
spur^oJ knighthood a l LheAmesbui ■. bntk:. HuHL"i:irn^ eager 
I or com bo I, perh n ps Lck ? eager. Was lie AI l \ i s < hi w\ asH^sgj r ? 

Uawoiji,. for once, was si^riou^, A:- wcniilk'd about, waiting 
Ji.iJ' A mb \'i js: US L>. ■ s ! i i r l I lip fray, I ic r: -n I c l r ■■ h i the ( :-Mi tT Side 0 f 
Arthur's horse and muttered, ""I'hcrcNri lormon- of them jhan 
there are Lif us." 

1 cu ukl no t aee Ar ■ Liu r N cx p r::ss i< in hi :F i i r nl his stee I he hm e t, 
bill his voice slU:[ idl'd calm amt even. "Yi-*, bn: va: hove 
stirrups, and Uieydo not.'' 

"They'ic all oxpet icnn>d men," Gavvain said 
["Jtiirig the hack of hss nc 'vr^us, -nijffFing mount, .Allhur 
:-aicl,'I ol I. iv 11 iey e.- i' I v\ pcrtence something they've never 
Sl'mj'i In- 1 on-. ■" 

Oil Ui uni si il l 1 ' of the Kitdc E- stood the crowd of onlookers 
horn Lhe L H>.tte.iind the lawn outside its walls, the women gaily 
arrayed in their brightest (Presses the elderly knights, too old 
ev I '3 1 iur inot k t'tvmh.it, dresseri in their fmest as well. AmLnv 
■-i i L . was Fhe only one seated; his sivvanL-- had carted out a fine 




VVediwe rjt tht:iti a®in,but them wat little fightleft in nur 
remaining oppiisTtenls, II was all over in a few more moment*. 
VVc knocked down ahnosL ail of them, and then Ambmsius 
j Lumped to his font and waved both hi* arm*. The heralds blow 
their trumpets and the tourney was ericted, 

I p li Lied off my helmeL. From where I sat On my trembling, 
blowing steed, 1 could not tel] Ll^iribiwii-is wa* pleased or not 
emilarated nr Furious. 


i know what be meant. The Romans blew 
how to organize, how to delegate authority 
and respunnihility how to make a die in oi 
command work. But despite his pretensions, 

AmbitxsiiLs knew riuhiAg of such things. I te was. a Celtic king, 
jealous of his lofty pt ssition, unable to share his power, 

Unless.,. 


H e was more furious than exhslarated . At supper L:i his din¬ 
ing he'll that evening. Ambit k^lus sat at the head of the 
long table, oroodingand sulky. Helxuely glanced at Arthur, 
who wii:-i sea Led wilh his knights at the far end of the long table 
The Cad busy knights were mostly a glum lot, bandaged and 
bruised slilf and hurting. A tew of Lliem, though; Asked Arthur 
and his men about [lie stirrups tha! had obviously made the 
difference in the afternoon^ tourney. 

Ambrwiusdid not. When he t: lasted die tourney's victory as 
was custernary it was grudging and yyimibting. He was not 
pleased with his nephew, not at alL 

Even Merlin was unhappy with the High King After rlinner, 
when Arthur and 1 climbed up hi his tower-top aerie, the old 
wizard shook his head cheerlessly. 

"You have been too successful, Arthur," Yte bin said sorrow¬ 
ful Iy, "Ambrosi 11 s sevs 1 1 Ls knights 111 ming h> ymi and away 
fmm him.'"' 

Arthur had stated himself before the wizard's heavy trestle 
table. From my postal die doorway. [ cun Id see tha this usually 
bright and eager fece was a picture of gloom. 

"My unde i ears any danger to his own power more than he ■ 
dots the danger of the SiDtoi^sA 
And Lhcfutes, 1 added silently And the Angles, Lhi: Danes, 
tl ie 1 Tisia ns, and all the other ba rbarLons :r vacm ij; HI nl a i n. Aten 
wanted them to win J know- Tilt Golden One wanted Arthur 
tu |'Li down in ignominious defeat and allow the barbarians lo 
conquer iliis Celtic island jusi as they were eonquLuring most of 
the old Roman empire. 

Merlin fiddled with his Jung, ratty beard. "I wasi$u Sum that 
a toumey wnuid make Mm see the wisdom of your pi an.’- 
With a sigh, Arthur responded, J ' As you said, we sucreaded 
too welb ,r 

-1 te truly fears you nuw r Arthur. He fears that you will take 
his throne." 

J T don’t want his throne!'"' Arthur t>ucfit. 'T want to fight the 
barbarians and drive- them into 1 lie sea!'" 

Merlin got up from his chair and paced Lo the window-. As ho 
I naked ou t i n to 11 iu ■. lurk cal d nigh t he mu ttomd," The curse of 
the Celts. 1 have wanned you of it many tinted, Arthur/' 

■'They wit! not unite, not even against Liu: foe chat Lhrentens 
to destroy us all."’ 

Turning back to face Arthur. Merlin shook his head wearily. 
“‘Ajnbrosius likes to think of himself as ii Roman niter, if only 
hi-would behave like a Roman/' 


T hat jnktni.ght r ^ black cIlhiUs began tu drop tlie year's 
first srimvon Cadbury castle, f sought Anya Oteccagain. 
Suddenly 1 found myself on that same sunny hillside, over- 
h k hki] ig lI iu Creators' o Iy by the M_ L a. I he w, i ter gl iIL ul l-J as gen - 
tie waves hip pod onto die bright golden beach- Thu empty chy 
seonavl to shimmer ii i. the warm sunshine: a protective doms of 
em^rgy, 1 realist Th re ngh its base I could seethemuELUiv-.er.ts. 
that the Creators had collected from all the eras, ut human his- 
torv, torn hie Fy rarnids or Egypt to 1 tie levitated temples t>l Lite 
New Stellar Du-uinlim, hovering in mid-air. 

"Orion," 

1 turned arid saw Anya standing slightly Above me mi the 
grirssy, flower slreuTchillskte. I hi? sun behind her sebnuxL to 
ckm te a 1 i.--lt :■ abou L he r head. SI ie w me a g'.ea m i ng meta lire 
uniform of pure silver, 

"1 need your 1icIp r HJ I said. 

"T know," Anya nrptieLl "Como with me.' 

She reached nut her hand. As I touched her fingers there was 
a mamen t of n fh;r l I ;j rkru:ss and im men su ra hJe, c ryogenie ci rk I. 
Before 1 could ^ye.n blink, I'iowuvul we weitsLanding on the 
shore of the kike when’ Anya had givvn ArtliLirhls sword. 
ExcaliLw. It was jj calm, mil moonlit night, Anya w«snow he 
Lady of Uie Lake onev Again, droned in a lung tin wing robe, 
her hair decked with flowers, her graceful arms bare. 

Ambmsitisstocid before us. knuckling Ms eyes Irom inter¬ 
rupted sleep, awkward and loii fused in a long wrinkled night¬ 
shirt, frayed and gray from many washings, 

'■Where am JC' he gaspLsd. "'Who are you?" 

J real bed that 1 wa s in die unifnrm of a Roman legionnaire; a 
tribune, no lessAvithagieiniiing bronze cuirass sculpted like a 
beautifully muscled man’s torao and a helmet crested with a 
crimson httmehasi' plume. 

"1 am the 1 >telv of the Lake, pdoteelnass of your nephew, 
Arthur/' 

In Iht: silver glow of the full Monii I could see Ambrosius J 
ey e< wi d on. ,H My I a d y!" he whis j n'.rrd. 

"You -:uv not pleaded with your nephew," Anya intoned. 

""Iell me why/' 

Ambrosiusdithered for a moment, but he could not avoid 
Anya's piercing onyx eyes. 

'"Ihe prmcess Morganna warned me ag^insi him/’ he sAkl at 
ibis". "She said she would enthrall him and Lake him to her king¬ 
dom in die north; where he would no longer covet my dirosie." 

"Arthur does not cuvet your throne, anc : ; you know that, no 
matter what lies the witch Morgann.a teils/ r 





The H igh King winced at the word witch. 

J 'You must tell mi: the entire truth," Anya 
demanded / f IF you do not, T cannot help you." 

Anubrosius stared at her in silence Lor m any 
heartbeats. Finally ho confessed, "I am old. He is young. His 
knights revem? him. My own knights are beginning in show 
him more respect than thpy do me - f low can I hold my throne 
if he gains more glory?" 

Anya did nol hesitation instant She replied., •'"bend him on 
a mission that will bring glory to you/' 

A mb rosins Winked with confusion. Such an idea was 
incomprehensible to him 

"As High King, you can command Arthur to sally forth 
against the barbarian encampments. Any glory that his victo¬ 
ries win will be your glory, for Arthur will be: obeying the com¬ 
mands of his turd." 

"My glory? How can that be it—■" 

"Arthur will devote each of his victories to you," Anya said. 
■'This I promise ypiu" 

"But if he is defeated? What then?" 

HI Arthur is defeated, it will be on his own head, If he is vic¬ 
torious, ibe I lighKing w!llbe praised for driving the invaders 
from Britain's shores." 

Ambrosiusstroked his board, thinking hard, pondering 
these Hew ideas. 

"It f- : what a Roman ruler would do/" Anya urged. ‘"You 
must think as a Roman. This is the way to glory. This is ths way 
tn win the obedience at all die kingdoms, thiDughout Britain. 
Then you will tmiy be Lhe High King," 

The old man's expression turned crafty T knew what he was 
thinking; [f Arthur Is killed on his mission against the barbar¬ 
ian encampments, then his threat to my throne dm with him. 

"Think as a Roman/' Anya repeated. 'That is themad to 
true power./' 

before Ambrosius could reply, before he could even blink an 
eye, it all vanished ami f was back in the sqLitres 1 ' barracks at 
Cadbury castle, with the gentle snow sifting down, through Hue 
silent, cold night. 

ti* 

T hat very mtiming Ambsosius hi:Id court in his 

audience hall. The entire castle turned out, thronging the: 
cold, drafty Fuill with the^r colorful gowns and robes. 

Ambnoslbs took luis tlurone and ga^tx) out on the crowd. All 
his knights wore there, even those on mihehes or bandaged 
h'OEn the tourney. Arthur and his knights had been invited to 
Stand up close to the dais. 1 was behind them among tti-n 
squires, off to one side by the unfinished tapestries that cov¬ 
ered the icy stone wall. 

I kmked up and down the ball for Merlin,but the old wi^rd 
was nowhere in sight. 

Once the crowd had settled down and Lhe court's chiyf her¬ 
ald had gone through a long-winded introduction of the I ligh 
King, complete with l atm honorific?, ll iu hall Ml totally silent. 


tons announcement from Lhe High King. 

They were not disappointed. 

Using Hie royal t'hitd*person, Ambrosius sold In his deepest, 
most impressive voice: 

'Wehave been pleased tn observe that our nephew, Arthur, 
and his knights have indeed demonstrated an important new 
method of fighting. It in ou r wish that he teach our own knights, 
and all other knights wJm wish to join us, iiu this new inelhod." 

The crowd sighed with relief. Tension over a possiblebreak 
between the High King and his nephew had er^ptall through 
the castle, T realized, 

Am b rosins was not finished, however. 

"Moreover, once due knightshave been properly equipped 
and trained,ltis our command that Arthur lead them out into 
the land to attack the barbarian invaders In their camps and 
drive them from the shores of Britain." 

Arthur broke- into a boyisl i grin. Ca wain, and Bom, standing 
on either side of him, looked equally happy. 

"To accept duis responsibility in a heavy burden/' Ambmsms 
went on.know mat my nephew will gladly obey this com¬ 
mand LifhisI-IighKmg.buLtoaiLl him in his new duties tve 
have decided to revive a title from the old Roman days.'" 

Anya's advice, 1 knew. 

'Henceforth Arthur will tie Dux Bellorum, our battle leader 
across die length and breadth of Britain.' 1 

I he crowd broke into spontaneous applause. Ambrosius let 
them cheer Lora few rnuments, then raised a hand to silence 
them. 

Looking directly at A rthur, the High King asked, ‘/Hophew, 
do you accept this responsibility?'' 

"Gladly, my lord! 1 ' 

■' llLeii carry Wm title of E>uxBell drum from this day forward/' 

Again the crowd cheered. I could see On Arthur's face the 
eager anEhipatitm he was feeling. Yeti knew that as the 1 ligh 
King's Dux Bel iory m he had many months ot hard lughting 
ahead of him. Ambnwins had placed himself in li clever posi¬ 
tion, thanks to A nya and me. With every victory Arthur wins, 

11io High King's power and prestige will grow, And if Arthur Is 
killed m battle, a threat to Anibrosius' future is removed. 

I Inoked through the omwd, wondering which of them 
might be Arthur's assassin. Would Merlin turn against him? 

T ancelnt? Any of the other knights? 

3"ben ] remembered that.Y1nrgii.rma—Aphrodite—was wait¬ 
ing in her kingdom m the northknds, planning her revenge 
against Arthur. And our campaign against the barbarian 
encampments wnukl Had us northward, just as surely ^s the 
?un rose each dav. 

** 

Dr. Ben Bom s tates! itm$ is Return to Mars, sequel to hfc 199? 
hfftarfJrnfl Mars. As flu's stonj sees print, ha's trawling to F.nghml 
Ireland, Neiv Hampshire, Qdgary. and Australia ... arid fw might 
even get some writing done hi between. 
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VERY ("LAYER DREADS FINDING A CURSED MAGICAL ITEM. 
With luck, such an item is merely annoying or invokes a minor 
penalty in combat The characters can identify the curse, have a 
fellow party member remove it and be on their way. Other 


times, the characters are not so lucky. At best, they have a few rounds 
in which to take futile actions before death. In rare cases, death comes 



illustrated by 
Boh Klasnich 


before the characters can react. Unlike normal magical items, cursed 
items sH 11 a ffect a character even after the item is destroyed. 


Must cursed items are the results of 
tailed attempts to create useful items. 
Some me wicked '’traps'' left bull End by 
enemies to confound those who find 
them, but a handful result. f ex mil other 
sources. 

The only time n ,j cli rse' 1 might be wel¬ 
come to players is when it isn't a curse 
but ra Lhcr a ward i non 11L Lc ? pn >Lt eL t>r d i 
gutseoiher powers that tilt? item's creator 
might ooci-.il.lor ton powerful or unsuit- 
abk: Loi f’olknVtTS of other taifhs, These 
blessings in disguise appear in vari(>u?5 
forms, but Lhey have i-nriuin trails in 
common. 

Eirst, they appear iiLnwtl. The item's 
powers might activate randomly, inter¬ 
mittently, L>r not on command. They 
might limit the movement or powers of 
llit: new owner. They might penalize abil¬ 
ity scorns, temporarily reduce levels, or 
[[ihihitspeSJcHsting ability'. 

Secondly, thebe ''uncursed" items 
offorsnme hope for amelioration oi the 
problem The owner or the owner's 
companions might need to perform ecr- 


tain actions, avmd certain lUlhIs, solve 
riddles, change faith, or otherwise fol¬ 
low whatever agenda is required to 
lessen or undo the ciir^. Occasion ally, 
the problem tan be solved only by the 
passage of time. 

l r inrilly,nnt^ the problem is removed, 
the item rt:ve-aIb previously hidden or 
lI isg11ispd [mwers the characters will be 
glad to use. Perhaps the seeming clitsc 
was meant to protect the character from 
assassins (real or imaginary, as per¬ 
ceived by the item). The power gained 
might be minor, but the added difficulty 
of achieving it should make die item a 
unique and valuable contribution Le- the 
campaign. Any of those items should 
comprise at least one adventure unto 
itself, above and beyond the circum¬ 
stances ihat allowed the PC.* to acquire 
it in the hist place. 

Ansutfs Gauntlets 

AnsuH was a savage fighter of great skill. 
He supposedly took the skin to make 
tlu^i deep gray gpimthtts horn n mated 
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pair of wyyerns, lining only the finest 
and most supple pari of the hides lor 
each glove. Inside, the gloves ate as 
smooth as lambskin, while the ontvid.es 
are 


A punch from a character wearing the 
gdirnfftfis inflicts ld4 point* of real (not 
tempore ry) damage plus Strength 
bonuses. 

These giumtkte arc also known as 
tfflHjjficJs u/ i'grr 3 sfj'fligfJj fljiri 
The wearer's Strength rises to I S/99 (not 
quite 1B/0G), but the character r s Intelli¬ 
gence and Wisdom scores are each 
reduced to 4. if the character has 1H/99 
or higher Strength, the ftnwfftfefci have no 
effect 


intervals. Many are harmless, but some 
might cause the wears r lo take protec¬ 
tive mt^suces, mistake a friend for an 
enemy„ or ignore a potential threat. A 
door might appear to open and 
ditto, Li Qian might appear to 
attack someone at random 
with a dLoner knife, or a 
friend might seem to slip into 
a pit. These hallucinations 
appear entirely real but never 
last fur more than ! round. 
They occur 3-5 times per day and 
previous owners of Lhc utriprm 
have insisted that the hallucinations 
iire mure common during twilight than 
at other Limes of the day. 

While wearing the uniform, however, 
the wearer is not footed by other illu¬ 
sions. The wearer gains a l 4 bonus on 
any attempt to disbelieve an illusion. The 
wearer's touch has a 5% chance per level 
to dispel any illusion, even one not nor¬ 
mally dispelled by touch. Furthermore, 
like a fk'im of h’fcpntfof, the uniform has 
the ability to turn a plmth&lial kilter 
against the wizard who eas~ it. 


Uniform of Kheles 

This extra vagant item is actually several 
articles of clothing; a long wrnp-armmd 
shirt or tunic, separate shoulder pieces, 
a weapon belt, a second ornamental 
belt, and several small siher medals 
and decorations. The clothing originally 
belonged to a military leader now 
known only by his name and race. The 
6'2' tn about 


Qrui- a character dons, the whole 
ir.'d/i'.'rrr (which takes 3 round*), he or 
she begins to see visions nv random 


Moil Bourava 

VSoLl Boumva is a thick twu-hnnded 
sword set with a circle of tiny blue gems 
around the handle, which 
is covered 
by a single 
pica.: of 
teak. Hie 
guards are 
si-might and end in small steel bulbs. 

The hafl's tapered wooden grip is simple 
in design: A single groove runs near the 
guards and another near the pommel. 
The pummel hems a rough similarity to 
a human head, although the design is 
awkward p.iul the head has only one eye, 
rather than two. 

Until rtY vntly, the sword was the prin¬ 
cipal weapon of Darwil the Dark, a 
staunch foe of trndead, especially 
wights, spectres, and vampires. In bis 
youth, Darwil was an aggressive hunter 
of these create,vies, d u jw n i ng them wi in a 
barrage of holy water and storming in 
with bare blades. After losing a dozen 
levels or so, he began to slow down and 
pursue other options. When it came time 
to lIT riw swords, however, he was as 
energetic a* over and showed no mercy. 


The sword acts like a U^hastded sioord 
1 - 2 , uitiL Ihvssli'iifcy, I'vi-rv time Us special 
power is Invoked, hnwLwiT, the owner 
experiences what feels like a temporal 
displacement,- and ;-i gritty disembodied 
voice eunuiiands the owner to undergo a 
quest. The diameter must begin the 
quest immediately, and the sword'* 
special ability does not function again 
until the quest is complete- EViilure to 
comply wtth the quest results in lhc stan¬ 
dard. punuUies described in Hie Flayer* 
Handbook 

These quests typically feature the d is- 
covery or destruction of level-draining 
undead. The cunning of these creatures 
is diabolical, however, and some: quests 
seem superficially unrelated. One might 
be Lo prevent on ambassador from 
reaching a certain city until after a nieri- 
ing. l'he sword widder might or might 
not discover I hat an ambush awaits the 
ambassador, sc I by the spectre of his 
predecessor, 

On the completion oI Lhc last quest, ii> 
determined by the I >M, the holder Expe¬ 
riences a grand senary spectede. 
Swirling lights, ethereal music, and a 
chore* of almost-heard voices make the 
event memorable and exciting. The 
sword becomes a dyf-riJ^r 4 with InteL- 


Itgcncc 17. It speaks Common, can com¬ 
municate with its holder by telepathy, 
can bestow drench once p*r day (at 
12th Level), and has a special purpose:: Lo 
combat vampire*. Va mpires can n ut 
regenerate damage caused by the 
weapon, healing at normal rates only. 


Black stone Amulet 
Snogs tel! of a mysterious penitent 
known as the WfloksteJw amukL The 
is a gold disk with bright blue 
and scarlet glyphs on Its back, the front 
contains raised images ot six different 
buildings, apparently cum men homw. 
The images actually represent a map 
showing the Hite of the temple where the 
item was made, 'I he center of the disk 
holds a small black pearl. An illusion 
inside Lhe gem shows the whole temple 
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iii gieal data il r although the item would 
have lo be magnified greatly to make 
the figure ra£X:«gn liable. 

The glyphs nn the back describe a Eil- 
tle-kriown religious quotation. The quo¬ 
tation might be from a tome (but not the 
faith's Gin on), a quote ailribu ted ro a de- 
canonispri saint, or a former translation 
of a holy wink, In any case, it should not 
directly revM the religion's Identity, A 
simple Religion proficiency chuck does 
not reveal the source of the quote. 

Once the Item is hung over a charac¬ 
ter's neck and ionx: attempt is made to 
invoke its powers [such as reading the 
inscriptions on :L, holding it Lip like a 
holy symbol lo turn undcad, or merely 
holding it and visualising magical pow¬ 
ers), a curse is activated. Since just wear¬ 
ing the iTJJir del tines not invoke the curse, 
a character might wear it for some time 
before the curse Lakes effect. 

Hirst. Lhe eusuc prevents attempts to 
remove the necklace. Casting dfspeJ maftic 
wrrejtmccurse 1$ ineffective. Higher level 
spells fstidi us limited wish) are alj&q inef¬ 
fective. A wish might remove the 
but ii docs not dispel the cu—the 
curse merely affects the next person ro 
wear the mmitet and attempt io u.-e it. 

Secondly the tw\utet tires tltt> wearer. 
The character feels that he or she can 
never enjoy a full night's sleep, feels 
drowsy all of lire fcLme r and becomes 
exhausted easily, live character can 
recover spells only after 12 hours of rest 
and suffers penalties as it fatigued. {The 
character is con side red one Encumbrance 
category worse; moderate becomes 
heavy, for example.) For campaigns not 
□sing encumbrance, the character's 
movement is reduced by one third, anti 
ull attack rolls and saving Lhmw* are 
muderita-'J penally. 

i astly the wearer seems to suffer from 
Lin inability to loam from past mistakes. 
Although the character's ability scores 
are unaffected^ he or she suffers a -10% 
penalty to any experience points earned. 
The character's motivation and desire to 
improve are apparently subject to the 
same numbness that affects the body 
and fatigues tlic muscles. 

The PCs must determine which reli¬ 
gion enchanted the device. Once they 
have identified the faith, a pnest of that 


religion must research a spell to undo 
the specific curse. The spoil is 7th level, 
so the priest must be at least 14th level 
to research and cast it. Main rally if the* 



priesi is m.il a PC the party must per¬ 
suade the individual to spend the weeks 
of research Hind offer Lo pay tor the cost 
of research at the very least. 

The new spell immediately lifts Lho 
curse. J he we >irer may use the item's 
full powers, as Lang as he or she knows 
tiie command words. The quotation on 
the back of the armitei holds the com¬ 
mand words and the descriptions, so 
Lhu character can use them once Lhu 
curse ,i.s lift-nd. 

* Thvttrrj uh't grants the wearer 10% 
magic resistance. 

* The wearercannot be surprised. 

* The weaver may xm any of Lhe follow¬ 
ing powers, cnee per day each: 

fc*i, negative pltm 1 protection, 
tongues,fr& action. and tw r c 
mfiodmumis, 

* A good-aligned char¬ 
acter may aIsn 
otitmanrf once per 
day and di$pd wit 
once per week. 

* Finally, a priest 
with the granted 
power to Turn Undead 
affects an extra ld6 crea¬ 
tures when turning undead, 
so a powerful priest might affect 
3d6 -i- 2d4 undead when facing 
skefetuns or zombies. 

Heratiuls' Pipes 

This set of metaE pipes appears simitar 
pan-pipes and is played in a similar fash¬ 
ion. The instrument actually includes 


two parallel rows of pipes, however, and 
is: very difficult to play. The pipes produce 
a weak, tinny sound that is hardly 
appealing on first hearing. I egend has il 
that n mortal made Ltu> pipes For a god, 
who played them once and set them 
a.sitle. The haunLing, unearthly music the 
god played remained in the f.'.fe- r s, affect¬ 
ing the next pciSOil Lo play them 
When a character l ir-si blows on the 
pipes, tire pipe-piny or begins to imagine 
n grand symphony, an epic musical 
work oi enormous scope and beauty. 
The music affects tire pipe-player . : -s a 
wwia; spell. C 1thnr characters sev the 
stricken victim standing with mouth 
agape and eyes wide os he or she mar¬ 
vels a L Lire wondrous melodies. 

After the pipe-player recovers From 
this fugue state, the character becomes 
melancholy with grid over having lost 
Lire beautiful music and tries to emulate 
il on the pip ,i i. I he character soon 
becomtat obsessed with playing the 
instrument, convinced that only these 
piivs enn recreate the music, Whenever 
the character is not other wise occupied, 

I ter or she plays LE ie /jf/ 'i-s, 11 n nwa lc of a n y 
pe^ribk danger from nearby monsters 
nr the irritation of friends. 

Whenever the pipe-player is not actu¬ 
ally engaged in an encounter, thediarae* 
ter has a 20% chance of mindlessly 
blowing on the pipes for Id 3 turns. 

NFC’s, or PCs who are 
rt'leplayed well, cer¬ 
tainly play the 
pipes more 
often. It the 
pi pi ■-pi aver is 
prevented hom 
ploying lhe pipes, 
the ch<] ra c.ter becomes 
angry arid us vs force if 
necessary to take thep.'jnv 
and play thorn. The charac¬ 
ter would never sell the pipes r 
allow them to he damaged, or 
give them away, if the pipes are 
taken, the character uses whatever 
rneaniH i.s necessary Ln retrieve them. 

The pipe-player becomes keenly inter¬ 
ested. in music even when not playing 
Lhe pipra I he character listens ardently to 
nuisic or songs of any kind. When in a 
town, Lhe pipe-player seeks out bards or 
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ininstrds. The character cannot maM: a 
saving throw vs. a harpy's song; instead, 
the character runs toward the sound at 
lws or her ma s in 1 um in ovemenl: rate. 

As the chiiracter plays the pipes, the 
instrument seems capable of producing 
new sounds, first gaining new range, 
then expanding in. capability, mimicking 
-.he sounds nF other instruments Over 
the cotirse of eight w^ks, the character 
gradually becomes men: obsessed with 
the pipes, spending more and mure time 
playing them. 

Toward the end of the last week, the 
character becomes convinced that tui or 
she is on live brink of recovering the 
enchanting music and stops nil other 
activities, giving up livelihood, social 
obligations,and all considerations other 
than just enough food, water, and sleep 
to survive. The diameter may not under¬ 
take spell n-Miiirch. adventure, travel, nr 
perform arty activity that takes time 
n wa v f ro:in p i ping. 1 he pi pc-p I a ver can 
defend him- or herself if attacked but 
does not put on armor or prepare spelts. 

The symphony has six pnrte the piper 
in List rcciva te before achiev i ng the d ream 
of recreating the entire symphony. As 
soon as the pipe-player completes the 
final part, the character plays the entire 
theme from beginning to end in a state of 
raphiiis. Any rmatures within 60 feet that 
Tear the music stand transfixed during 
the 2 toms the theme is played, listening 
to the music (nosaving throw). 

Upon this success, the character 
breaks down and weeps, overcome with 
joy at the chance to play the unique 
instrument and ere a tc such matchless 
music. The character is treed of the com¬ 
pulsion to play the symphony at every 
opportunity' and mnv resume a normal 
life again. 

Meanwhile, the pipe-player's *kill 
with the instrument is not lo&t, The char¬ 
ge ter gains the MusicaI hist n iciiei 1 1 proti- 
ci ency in tlie pipes and can mimic t3u: 
sound of a dozen different instruments 
(subject to the LJM's decision based o:l 
the character's culture and background) 
when playing them The pipes can 
counter hostile spells and spelHike 
effects based on song {like a bard's coon- 
teisoiig ability) at the l2Lh level of ability. 
If the pipe-player is a bard, his or her 


countersong ability impmves by 4 levels 
or is raised to 12 th, whichever is higher. 

The character receives one final bene¬ 
fit from the obsession of the pc;^. Tlie 
character's Charisma score is perma¬ 
nently raised by 1 point. Alt creatures 
who heard the character play the sym¬ 
phony regard the character as a musical 
master without peer, despite later 
denials or tailed musical performances. 
Reaction adjustments horn these crea¬ 
tures are made at a -3 bonus. 

Til e A miojr o 1' Torrcnli n 
Totrentin., before he became 
famous as an enchanter 
was known as a warrior 
and practical joker. The 
magical items he created, 
mostly swords and armor, 
were largely untouched by 
thieves who were afraid the 
items would cause more 
trouble than they were 
worth. If any nogue had 
taken I Lis final Item, which he 
modestly named the firmer e/ 

Torrtnlm r tlw suspicion would 
undoubtedly have been validated, 

The munr is a well-forged 
suit of piutemnii \ 2. Unknown 
to its current owner, an army 
lieutenant in an infantry unit, 
the armor has a permanent unseen ser¬ 
vant that accompanies it mL all limes. 
Until the command won Is ho control LI 
are found, however tlie srrrwjjf performs 
random acts on objects within range (30 
feet). The acts seem to indicate a desire 
U.ir attention,, despite the unintelligent 
nature of LhesenmirL fhe longer the w.r 
rwte got* unkr^vn, the more dai^Jeryus 
the acts become. At first, it might knock 
over a stack of coins or topple a bamT of 
apples in the-marketplace Later, it mi 
unbuckle a sword belt or unplug n can¬ 
teen. After a month of confusion, the mv- 
vatii might remove torches from sconces 
or dump material components out of 
nearby pouches. 

Whether controlled or uncontrolled, 
the sen'nttf is only active when the armor 
Is worn, if destroyed, the scriwrf returns 
in one week. Only the complete destruc¬ 
tion of the armor destroys the servant 
permanently. 


Ttw annmand words to Lilt? item are 
not ea&y to find. Curious characters find 
their firyt due in ihc tomb that holds 
Torrentin/s body and his spellbook. 
Fortunately, th l 1 durable parchment 
held Lip web against wear, although (he 
protective enchantments have worn off 
or discharged. 

Inside the front cover of hie spellbook 
lies a riddling stanza that dearly indicates 


the armor. It leads the characters on the 
beginning of a hum through thy city 
through inscriptions on public monu¬ 
ments, a quotation from a popular play 
a certain page on a dusty book in the 
library a canonical verse, and several 
other hiding places. Following one clue to 
the next could take a ta/.y week or a hechc 
three days. 

Patient characters who si ft through all 
of the dues are able to finally command 
the unseen 

Crea ting New Ttems 

If you wtsh to create new items wiLh 
their powers hidden or protected, Lise 
the following tables, generously sprin¬ 
kle! with your own creatft 1 ify and cam¬ 
paign flavor. Roll once for a drawback 
and once for a power. If the poorer tar 
outweighs the drawback, add another 
drawback, re roll LIll.- power, or simply 
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idiot) Drawback 


0 1 -05 Character is uFinded 

06-1 2 Character is deafened 

13-19 Character become? mu to 

20- 24 Charade r's senses dulled LO ha If effectiveness 

25—27 Character may not advance’ in I pve ■ 

2& ■ -34 Character loses a racial eras l ( infravis ion r ste j Ich, hon us 
CD SSVes) 

35—42 Character loses ability points (temporarily when used 
oe held/carrierf) 

43 40 Character becorfieis ra^igukl nr exhausted when 
•nyokmg. the kerns, power 

49 -52 Character is para yme for 5-43 iounds when using a 

power nnd suffers saving throw penalties when carrying 
dfcc item, 

5J-54 -I penalty to nit saving throws 
55—56 -2 penalty to rilf saving throws 
57 SB 3 savins rh < qw penalty to- one attack farm [suc h /: 

medusa's gaze) 


idiuu Powers 


01 09 Item raises an ability SCO?e nnd bestows n saving 
throw bonus 

10 - 12 +1 nonus to ali saving iln-ows 

13-15 +2 bonus cn one category of Saving throw? 

16-18 +3 bonus to saving throws agai nsc one specific attack 
form (ghoul paralparion,for example) 

19-25 I tern grants magic nesista nee (2— 12%) 

Ifr 38 Item, gives skill in a craft [proficiency like 
Stoner Masonry, Bbtksmi chi n?.. Carpentry) 

39^10 Item grants knowledge (proficiency like Ancient 
Languages,Ancient History, and so on) 

49 55 ltj?m besrows weapon pnoliciency 

56 - 62 lion l i mp roves teaming a b\\iiy (+5% a r i 10?4 to Xp) 



59-63 
64-66 
67 70 

71-74 


75-79 

W-B2 
03 85 
Sf£0 
09-^0 

91 -93 

94-4)0 


Character unable to heal normally 

Character resistariL tc magical healing (half effectiveness) 

Characisr gains almost no nutrition from most foods and 

must, constantly oat to avoid starvation 

I Lain turns or shocks character when invoking a power 

(50% chance for eFuier; damage 144 points per spelS level 

uquivalent or 2c : 6 points) 

Item teleports away S3—30 feet when Its power i* u?pd 
fandom direction.inciuding up and down) 

Item weigh* 5- 10 times norma' 

Item is fragile nnd easily destroyed 
Item's command were? change every 2-8 weeks 
item disrupts or interferes with, the use of ocher magical 
items (d4- I are affected for !-3 turns at a time) 

Item causes a 5% chance or spel: fatiune md causes or 
adds a 1 0% dinnce of failure vvtien the jjsfrr reads a scroll 
Item's main power s bidden yncll a contingency is met 



63 70 Item allows enhanced movement (hcsn>, jump, 
iprder rfirn.h Jr-t'ji'iTrf . fVl 

71-7& Item allows instant movement (dfmensian ctoor, feteport 
v/simf of recei H) 

77 8 J Item bestows group combat bo nuses (hard abil iry, 

Wesi, thcim, prayer) 

82-S-& I tom besLow* detection abi lity f i.e,. detea pcraan.know 
□Agnmen^ detect ffiw'sfWe, etc.) 

89-92 I Lei n creates jllus on? (either phunmsmtn 1 force o - 
spectra r ferce) 

93-00 hem suminons/auatus creature? (from common insects 
or rats to monster summon^g Wi>) 


altef the result Ailin' choninin^ or rolling 
powers, create a bnek^mund and fill in 
the defalk cm ihe item, including a phys¬ 
ical description rind a name 

I 'or i.-mi n ip h j , yt 111 mi^h i rt>l L a 2 (hii nd - 

ness) 1 1 .:ir M drawback and a 3d (crab :4:itli 

tor a p<nvir. Thinking abtmt the various 
causes of blindness, you might decide 
that the sight of a nymph has Lhn nu:-t 
polcnii^L Perhaps the original owner or 
creator of the Item sow -i nymph and 
way blinded by her uriearthlv beauty. 


I he smitten character strov u Lo lyrreate 
Lhe nymph's he.iuty by sculpting ..stone 
statues, trying to recreate lhe nympho 
perfect form. 

This power seems wmk for fho draw¬ 
back ol permanent blindm.-Hs, so the DM 
-allows the blindness in be ivmovtd by 
■'■ wwiv L ir' -a'. alonctttmil, lii' !iv\itni t I'ixk, To 
m:iintain the itavor of l: i- il L .-n:.. h(iwever, 
Itic characLt:r si ll sculpts be^t only in the 
dark k Lhe blindness is removed some 
how. l! :It.■ ]jUi y-er actually reinnvL'S the 


rF i ri meter from play for a while lo work 
mi th.o statuary instead of remm nig thv 
blindness, you might allow the character 
to regain sight upon finishing the final 
"perfect'' :-Lll:uc uf the nymph. 

Lloyd's wife is -■ biessitfg the m/s 

ypvj'sr’. _S7r^ suut LLfizai Hue hu? little houw 
.'fi: 1 .vrr.'niijj tided by iv?/:y aHifrafrirs, 

COttOtJimwths, and n.S'r er itiyluh it1 inniurrs. 


i ■. ■ i 
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by Terry Dykstra 


'Trieste have existed lor thousands of years./' noEcs lorry 
Dykstra, "so E IjlllL some leeway in how ] drew them. Historians 
aren’t sure how the druids looked either, so ! used L i little i imi l« i- 
nalion there ns well, I based many or these portraits on friends 
and family members. Actually, I don't know any of these people, 
but I 'm sore they"re someone's. Jdiond nr family member." 


PC Portraits 
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Shakespeare's 
Fairy Court 


N A WARM SUMMER NIGHT, THE BREEZE HEAVY 
with the musky perfume of a garden in bloom, who would 
experience more than mild surprise at the sight of tiny footprints 
wending between the rosebushes and the snapdragons? There are 
limes when the air seems to hold magic, when the boundary between 
dream and wakefulness blurs. Tn that twilight state dwell the fa i lies of 
William Shakespeare's A Midsummer Night's Dream. 


Ijibt triple Hecate's team, 



- -A iVJiVJjtttrfijjjcr Night's Dn'tiui, 
V.L.37MJL 


& 

Carrie Bcliris 

illus:ratea by 
i lyn Hunter 


nbiHTn'm ml as as king {if the ftiitlFi-i, 
with Tit;-mi;-i as hi* queen. Puck, :i notori¬ 
ous trickster, attends Qhenm ms his ser¬ 
vant and jester, The fairy court also 
includes Pease-blossom, Moth, MusEard- 
secd, Cobweb,, and other wee fairies 
'The play depicts what happens one 
iiighl when the lives of several humans 
collide with those or the fairies. To win a 
quarrel with his queen, Oheron uses a 
potion to make I Tania become enam¬ 
ored of a slow-witted human Laborer 
(whose head Fuck jnipishh UansloLms 
into Hint of an n&£) until she mneedes. 
Meanwhile, the fairy king uistmcis 
Fuck to also use the potion on a young 
man in the forest to make him return a 
maid cl \ s >.l: i jtiqt i i U'l. 1 a ffection. M i s- 
taken identity causes tW- wrong humans 
to fall in love, and the fairies must set 
matters right before ihe sun rises, When 
Hie humans awaken., they believe they 
h ri ve- c in I y been ei ivn m ing. 

Shakespeare did not invent Tikuda, 
OheioMp dml Puck; he drew them from 
the folklore and superstitions of Eliza¬ 
bethan and earlier Limes. Bub ^ he did 


with other characters inspired by history 
.iml legeniC he shajjEid them into charac¬ 
ters of bin own, mntributSng to the 
mythology surrounding these figures 
and influencing the perceptions of future 
generations. 

A Midsutmn&r Night's DjVtfrir has 
entertained audiences for four cen¬ 
turies, but it seems m sham? tn limit tn h 
mischievous members of Shakespeare's- 
fairy court to just one story. Titania., 
Oberon, and Puck enjoy interfering in 
the lives of mortals too much :o merely 
i-^it stage left and never return. be here 
they are, ready to instigate adven¬ 
turer or misadventures- in your own 
campaign. 


CjUTJ(! A. li'-kti* j's a , l jv i r-j'.r. , , i Li: ivniwnud for 
mr editor for llu: torrrR^rrP' I'm. Wtoi.u 

Paler PiTii fisns. "Dn ytm bdiew hi /jjfn'r.H ? 
sjk' irfiyai/i' cirrus run/ hirdpr Tfnkcrhelf, 
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Oberon, King of Shadows 



20n I-LEVEL Fl Cl UER/2ta [-LEVEL MAGE 


hTRl'KGil I 

DEXTERITY 

CONSTITUTION 

INTELLIGENCE 

WISDOM 

(.1 IARISMA 

ALIGNMENT 

ARMOR CLASS 

THAQ1 

HIT POINTS 

SPECIAL ATTACKS 

SPEC JAL DEFENSES 

MAGIC RESISTANCE 

SIZE 


14 

13 

19 

13 

17 

Chaotic good 

\ 

118 

Spalls 

Invisibility. spells 
50% 

6'6 1 ' 


Nonweapon Profkienctesi Airborne Riding ( 10), Ancient Tlii-- 
Lor y (IS), Ancient Languages {various 19),Charioteering (14), 
Grilling (Eh|, Herbalism I 17). Hunting (13 j.. Lund-bused Rid¬ 
ing {I 5), Sj il-I I l' ivi ft f 17), Trd l; ki r ig (• 2). 


Weapon FrofEciencles: Longbow., Lance, Qmirter_sEolY, Sling, 


Appearance: Obemn is invisible to mortals,, although ho can 
m.ake himself visible In Hum il In.: wishes-. Among 
he appears m ksrge, muscular man with mdd \ skin rind a 
long, wavy mane of unruly blond hair. I le dresses in brightly 
hned garments, preferring reds and purples trimmed with fur. 

If one doesn't look too closely Oberon coo Id pass far :i 
Til irn an. I "ii l I rr min lj te sol itiriv. In > wi j ver P \ i i s eves I JiStra v hi rii— 
the pupils arc green and diamond-sbapeiL set in black irises. 


''Think no mofv of this nifihi'* accinculs, 

Butitt list 1 farce ucxaShtJGfa drenru ." 


Speller sling; Ob cron's spellcasting abilities are equivalent to 
those of a ZUth-level enchanter, but be requires no spellbook to 
recall spoils. Ln additioii in standard riwfjir spells, lie can cast an 
advanced form of/dy-LT an Lin [united number of limes per day. 
The spell. Hr.'iVs lurf mir flight's dmtm. causes recipients to recall 
the events of I he previous night (sundown to sunrise) only as 
unfocused, dreamlike impressions. 

Magical items: Cupid's wfceftfr- This nectar, distilled from a 
pansy that accidentally Caught l:iu: of CupidY stray arrows, 
must fee applied fa a recipient's ey^s whilo ho nv she sloeps- 
Upon waking, the recipient hills madly and permanently lei 
love with thy first creature that passes into v W.w —regard less of 
whether the object ut affection is of the same race a* the viewer. 
Only reapplkiition of the nectar, with a new creature seen upon 
waking, cart alter its effects. 


an ass) to win 'vs point. Despite their arguments, however, 
Oberon truly Loves his queen, and when the two misnanrhHan- 1 
m harmony there is no happier place than the fairy court. 

The King of Shadows h a just ruler, well liked by his sohjo-ts. 
ITe is a father-figure to the wee fairies, meting on: pmi-c, 
instruction, furgiventss, disciphne, or .rewards us sifairifans 
warrant. I I e demands absoltill? loyally from the fairies; Traitors 
an: kmished forever. If Line of his elite knights ever betrayed 
liiun, the turncoat would be put to death like an extinguished 
flame ■ an event tha t. fbrtuna tei y, ha s never come to pass. 

Qbemn loves, so bunl, accompanied by his train of knights. 
An accomplished rider, his favorite mount is a pegasus named 
Moonbeam- It is said that the sound of wind rustling Lhe leaves 
of the trees on warm summur nights ip really caused by Oberon 
leading his invisible knights out on n midnight hum. 


Background: Oberon and his queen, Tilania, are said to be as 
old ay the world itself. They rule the fairy reaim jointly— Ti ta¬ 
rn,: influencing the forces of nature, and Oberon governing 
those powers dial break nature's rules. This diametric opposi¬ 
tion inspires the pair to quarrel frequently. Because Oberon 
hates to lose, he is not above employing underhanded tricks 
(such as u-ing Cupid's nectar lo make Titania fall in love wlLh 


Knleplaying Notes; Oberon l ;i n Ll- seen bv ptaycr characters 
only i: he so desires. OthenvkE, he Is invisible to mortals. 

Pride is the greatest tailing of die "King of Shadows." 
Oberon often can be manipulative, going to gu-ai lei igths in gel 
lik way. Fortunately, he has a kind heart, and usually acts i n the 
name of some tangible or abstract goad. 
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Titania, the Fairy Queen 



"Out itxxfiiito not dicin' iofp. 

ptou slmH mmifthm*, wht'lhtr ihou wilt nr no. 

J am a spirit of no ccnnmon rate, 

t'he summer&t it! doth tend upow m\f state. ' 


20l'H-l,KVHL DEI.TQ 


STRENGTH 

DEXTERITY 

CONSTITUTION 

INTELLIGENCE 

WISDOM 

CHARISMA 

ALIGNMENT 

ARMOR CLASS 

TUACO 

HIT POINTS 

MOVEMENT 

SI'liCl ALAI' LACKS 

SPECIAL DEFENSES 

MAGIC RESISTANCE 

STZE 


11 

US 

16 

15 

17 

19 

1 rl Vh‘ t LJI f SL’LJ br*ci;l 

2 
5 

108 

15, Fly 15(B) 
Spells 

invisibility spells 
40% 

Mfjlam 


Nan weapon Proficiencies Ancient History (14), Ancient 
languages (various IS}. Animal Handling 06), Astrology ITS), 
Etiquette (19), Healing {15), Singing IP-?), Weather Sense (16). 


Weapon Profldeneijeas None. 


Appearance: The Fatry Queen possesses such ethereal 
beauty that any rnortaI who see* her must succeed at a 
saving throw vs. spell (males suffer a -.1 penal tv) or he 
dwytrH'd. Bre&tLfe beauty life in the eye of the beholden Tiia- 
3iiYs appearance changes with each viewer to conform to cul¬ 
tural and personal ideals ol attractiveness. Tu Cl heron., she 
appears as a pale, wispv u,j i 1 woman with ctj L LJ bJoek eves. 
Ivy twined In her dark, wild hair, and iridescent gossamer 
wings. She has Liio pninied ear* ol an elf. the pni.se o: a cat, 
and the grneu uf n S3 wan. 


Spelkasstiiigi Titania favors spalls from die Elemental and 
Wfea th&rspheife. Though she uses Weather spells (or her 1igt\t- 
ftitjgi'Qtf) when she wants to consciously control her surround” 
in|jjs x she can aNn inadvertency cause changes in the 
ct vine mi nun l (sou "Background," bolow)- 

Magkal Hems: iigtitmu# Rod. This slender silver rod, about 2 
fuel lung and a ha If-inch in diameter, enables iltarua to summon 
thunderstorms, snowstorms, ice storms, bind electrical storm* 
and unleash them on areas within 50 iniksof where she stands. 

To use the rod, Titania drives one und 6 inches into the 
ground and utters a short incantation (which varies according 
Llj tin: Lypc of storm she desires). The mif begins to glow a bright 
blue •null tin- tip tkswii. When the visible suctitm of the ri.ni is 
fully glowing, Titania pulls ii I min t;I l: earth, aim*-, it, and 
n 1 lea m.‘s the gathered ShmV. unurgy. Tilt* stxjrrrl arrives at h^r 
specified location in ldfi turns and las Is id 12 hours (Id4 hour* 

T -JiC type Ol Storm dinsvri is onto I st:a.HLiil). 

harkgrrjvnid: Titanla's realm rs the natural world (OtteronA, 
the supernatural), so her moods influence the environment 
11 er quarrels with Oberon wreak havoc on nature, causing 


Horms. lugs, floods, crop failings, pestilence, unseasonable 
weather, and so on. When she and her king are in Lwmuny, 
blue skies and perfect weather prevail. 

T he fairy queen i* protective of her subjects both her taln r 
"chi Idrun" and her mortal InLowers. (Though Titania is no: u 
deity, small bands have been known, to worship her as such -) 
Ti Lama's latest argument with Oberon arose over the late ol a 
changeling—a human child adopted by I ho fairies. The boy's 
mother was a votary of I Uania; when the woman died in child¬ 
birth, Titania vowed to raise her son. Oberon wav.ted to train 
the boy as one of his knights, but out of loyalty to her hand¬ 
maiden Titania would not part with him- Thousands of years 
old. Titania is proficient, in ancient history because she wit¬ 
nessed it, and ancient languages because she spoke them. 

Kiileplaying Nsitus: Tin 1 fairy queen is proili: Lu urTU'itional 
exlrenuis -fierce love, profound sorrow, intense anger—and Is 
rarely able tu mask her feelings. Anyuneeneountoring her, there¬ 
in iv:, generally knows where he or she stands in the monarch's 
favor, Titania repays, treat-man tin kind.Tlicvk*' whndea I with her 
fairly may win a lifelong ally; those who behave dishonorably 
toward her should expect storm clouds on Hu horizon. 


■ i■ i vri w v ■; ' 







Puck, Jester of the Fairy Court 



15TH-LEVEL BARD 


STRENGTH 

11 

DEXTERITY 

18 

CONSTITUTION 

16 

INTELLIGENCE 

1H 

WISDOM 

12 

CHARISMA 

17 

ALIGNMENT 

Neutral 

ARMOR CLASS 

5 

THACO 

13 

HIT POINTS 

62 

SPEC! A1 .ATI ACTS 

None 

SPEC! AT DUE ESSES 

Invisibility 

SFFQ AL WEAKNESSES 

l ron weapons mtlk t * J i n it>le 
dantage 

magic RESISTANCE 

1(1% 

si/r 

S loti" tall) 


Non weapon Proficiencies: Armviiil Handling (H.J, Knowing 
(18), Cobbling (I ft), Q Hiking (18)J timing (18), I Jiwiun&inse 
(13), pisgnisa (17), Reading Lips (16k 'lailor (17), Ftfk Snares 
{'171, VentriL l Kiuisin (16), Wen tli?r Sense (1 l'j 


Weapon T^nhdencses; Dagger, Sling. Tuck avoids combat, prn- 
v-rring indirect acts oUiggrossLon, l Ed 11 use trickery to ™ke furs 
look foolish or wait until night and mislead Lhc umvaiy. I le is 
L|ui :u capable oFdttF&ndmg himself, however, if necessary. 


Appearance: f'yw mortals manage to l ; Li-ch a glimpse of Fuck. 

1 lu con turn invisible at will, though null thrown on him negates 
tJiia ability for M4 turns. Those murbsls who have seen thic k 
describe him in many different way-. He is a master o: dk- 
^ L ]i*u, appearing as a child, a stooped old man, an hnp—what¬ 
ever Inmi will most likely have the desired effect on the viewer, 
A i l u :n lg the t'ai L ies, I hick a |p ::2 t< m It i 3 natura L lOrm sort of 
.1 l i ljs: ? betwcon n brownie and a gob'in- Hl- has a slight build, 
greenish grav skin, little hair, a nose too lung tor his small face, 
li i id a mischievous glint in his black eye?. His countenance am 
be l rigblcning ar merry, depending upon hisirmod, 

Rogue: Abilities; Puck prefers spells of the Illusion mid Alter¬ 
ation schools, mid he require* no spellbook to remember Lkcm. 
In addition to his bard abilities, he can also Open l :>rks, Move 
Silently, and Hide in Shadows as a loth-level thiel . 

Magical Items; Dnsf y/s^ittar^m^.This dust triinsl'orms the 
recipient into another creature of the I iM's choice for 74 hours. 

I 'nek can blow dusL over the recipient's whole body fur a i cm 
pleletr.insrnnuiTtionor sprinkle this dust unto individual body 
parts to effect a partial transfer*™ Hon (such as giving someone 
au ass's I'.e-ad, a bird's wing, or an elephant's trunk). 

Background: Also known as Robin Ciood fellow, Puck is Uic 
most notorious 1 ricks let of the iairy court. Commoner > 
lie delights in keeping mortalsoff-balnncc- Whenever a htmw- 
tuTld mishap occurs- if the aie goes fkit r the butter won't 


"T iijjj that ??wrry'(yriHKftfn.^ the uighi. 

J k-.tt lu Ofjcmfi mid tmke him smile. " 

chum, or someone fails off a chair peasants blame Puck for 
their misfortune, T llw also credit him with good deeds, how 
lwce: If a chore mysteriously gets done or they find a broken 
item repaired* they thunk Robin Good tel I nw lur his help, 

Role playing Notes: Puck serves Qwroti loyally and would 
become despondent if he fell out nf favor with the fairy king. 
His loyalty extends to Tlfcmia when the* two monarchy are get- 
ting aim“ig, buL he'I! work againsl her ors Ql n ion'sbchalf when 
they are not. Puck is known as Gberon's and often 

employs his talents for ih*.: king's diversion and performs 
errands for his master. While Tuck's missions have a habit or 
goingawry, Obeixjn considers Puck hi - roost irus-tedservaut- 
When not serving hi? master, Tuck grows restless™ Idleness 
lend. 1 ' hi in to interfere with mortals for h:s own amusement 
[hough si i me: of his pranks (such as spooking horses or leading 
night travelers astray) can hove unfortunate consequences. 
Puck means no harm—unless the v i dim did him an ill turn or 
mistreated an innocent while Tuck observed. Mean .spirited 
folk find themselves the butts of Tuck's nastier pranks, while 
kind studs discover good deeds done on their behalf, 

Ad venturers might encounter Puck In disguTv or find them¬ 
selves She subjects of one of his tricks. Should the fairy court 
Liver have need of mortal heroes, ( 5 bernn would send bis iatlh- 
l liI servant to test their mettle before ini Lifting contact. 
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DUNGEON MASTERY 


New Life 
for Resurrections 



T HAS BEEN SAID THAT THE ONLY THINGS CERTAIN IN 
life are death and taxes. In many fantasy campaigns, however, the 
local tax collector is leaned far more than the Grim Reaper Thanks to 
the abundance of resurrection spells and devices in many AD&D* game 
campaigns, death Is no longer Lhe final doom but rather a mere incon¬ 
venience The likelihood of being brought back to life magically means 
that most PCs heat death as little more than an unusually long nap. 


IMi) fun 
k toil tosu'i 
toe io lit lame. 
Tint .four mil 
ton narration 
ii anatom. 



lilustiW;'- ;.jy 
Doug Alexander 


For these Dim goon Mastery why 
strive for a sense o: epic grandeur and 
wonder—or nt least a JLLLJo- bit or scc- 
< m 1 1 -rate seen.pry chewing iu-di an a tt i - 
huh on the part of Lhe players and their 
PCa can be downright imbuing. The 
hemic sacrifice of a warrior slugging rl 
out toe-to-toe wJ lJi Mil: Arch-Fiend of 
Qrn:iitlirax takes on a now li:;ht once il 
bet Times obvious that her l ompanions 
a re waiting in the n-ink, rod vf wur- 
i'lTn’o?? Ln hand.. Soruy groups arc so 
packed with .iit?-resfnring spells and 
gadgets that they are exposed to virtu¬ 
ally no risk, uailtv-s they're all ex term i 
nated smiLiJlaiieousLy. Fven then, the 
nuige'> Lf.ijrJ i\;$,a i■.■:/ spel 1 will w h:sk his 
corpse awny Lo bis secret: sanctum, 
whi;:v h is lingering spirit is casually 
dumped into a prepared cJaw body. Sy 
much fur pathos. 

Slum: players and D.VIs are therefore 
mining an excellent opportunity tor 
rolcp laying. Since a life after death is so 
easily liL td iiicd in the average campaign, 
the I rick is not to remove the ability to 
resumeet the PCs,, but bo make it more 
uwtic and challenging. 


How can death :v made mored^iiif/i/? 
I lere are -nine suggestions on putting 
new life into these tired resurrection 
scenarios. 

Note that the term ,J resLirrectLon ,h in 
this article Ls u*ud as a catch-ail term for 
lhe various magical methods of rector 
ing life. Also, the effects listed below an: 
not spells in thi.-ir yivn right bul rather 
variant outcomes tor existing spoils or 
items, to by used at the DM's discretion. 

Example: Hie priest Bay am casts a 
fttha* rfpfttf spell on the slain muge Isla- 
narl. Istanari indeed van Lis back to lit> r 
only to discover lhal the mage's spiri¬ 
tual essence is now Tied to Bayam's, so 
ho liHisr remain within 100 y ardt* uf her 
or die again.. This effect lasts und some 
other magical force inter vc.im.-s In dispel 
or aiter it. 

The Vampirk ResunneoLinn 
The slain PC is brought back to life Nit 
now leads a tenuous existence depen¬ 
dent upon satisfying the death goddess' 
thirst for blood. By the next full moon, 
lhe PC mu.st single-handedly slay some 
creature, perhaps even a fellow human 
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ur dc-mih lj man This bminty must be 
paid each month (ur less often, depend¬ 
ing upon tbe type or level of creature 
specified by the godly power). Most 
likely, Lliis type of resurrection would be 
granted by evil deities or .irEibiuin of 
dubious benefit. Failure to pay the 
ongoing price is, well, fatal. 

Tine Temporary Resurrection 
The hern is resurrected, but only for a 
arid time. This may be ti random num¬ 
ber of days or perhaps only until the 
next holy day t>f flit: deity providing the 
resurrection. Them could be Severn I rea¬ 
sons why the resurrection is not perma¬ 
nent: The \K' might not have been a 
follower of tiny god or migh: have 
offended the god hurunhnw; the priest 
wielding the spell might have trans¬ 
gressed some sacred .breed; the pried 
might be holding out the "guud -Luff'' Lo 
compel the I'C hi perform a quest in 
exchange for a more traditional resurrer- 
tion. This form of resurrect ion offers 
wonderful chances for mleplaying uno: 
the PC realizes that he or -he must 
quick I v find a better solution to the 
dilemma or. lacking live power to effect 
Fate, must make peace with :he world. 

The "Eve for an T ve" Resurrection 
«.■ -■ 

Some Unties might not he choosy about 
who dies, as lung as the appropriate 
bodv couni is maintained. Rather than 
simply allowing their min Ions lo raise 
an expired \\\ th^y might demand that 
someone else willingly give up his or 
her life in exchange- Obviously it is 
unlikely that anyone will volunteer for 
this service., so the comrades of the late 
hern have their work cut out for them. 
Their only realistic chance is to find 
some hapless peasant and guarantee 
thai hi? family will be richly rewarded if 
he simply shuffles off this moral coil in 
the place of their friend I 'ven if .some¬ 
one agrees to pay thi? ultimate price, 
thti PC’s then have to Lace up Lo the 
doubtful mum Shy of Li Lei s actions. 

The Resurrection by Nighl 
TUl: hern is given ll new lease on life, 
but only mr a certain portion of each 
day. Depending on the nature of the 
deity providing the power lor tin: spell, 
this might be day or night. Fur instance. 




by night EsmerekD is her usual 
lively self; by day, she's a 
stiffening enrpse, or—at 
best—a mindless 
zombie. 


False 

Resurrection 
Imagine the Fes' 1 
surprise when 
they leam they've 
been short' 
changed r and their 
restored wizard has 
been pressed Li ■. cm 
internal Spirit. I his 
result could either be the 
deliberate choke of a treach 
eruus priest or a mo re 
Depending on how cl ever 
the possessing spirit is, it 
might puli off the cha¬ 
rade lor day 5 on end 
nr might simply 
attack Line party. The 
remaining PCs are 
then faced with the 
problem of Step¬ 
ping t he rampage 
without destroying 
iheir companion's 
body, In the mean¬ 
time, what has 
becoim 1 of tin: true 
spirit of the PC su 
ruthlessly replaced? 


by 

The formerly dead 
priest lchabud is 
on his feel again, 
but only so long as he 
remains within 11UJ yards of the wieSder 
of lire- life-giving device. Or perh.-ipn. he 
must slay within the borders ol v partic¬ 
ular land or the hallowed ground of li 
temple. The situation becomes more 
interesting ri the resurrected PC is now 


A A ren.'fmvtiQft hit proxirnttw dottit't nm/tu 

fht: PC rJi-iYiJFrffl (Jir.'fm'ffif's "firflrrJw^." 

used nnlv as a short-term -ulution, lest 
players swiftly be at each other's throats 


linked to a detested rival or a scorned 
love interest. Even it the two individuals 
in question arc perfectly compatible, 
flu 1 i r rations now must be coord ms ted. 
It's rather uncomfortable ter the subject 
of ill is spell if tlw raster f boosts to floe a 
combat situation with no regard for 1 he 
linked partner. This variation should bo 


or rise in revolt against the DM 

The Reluctant Resurrection 
Cerium slain PCs might conclude they're 
better off dead and refuse to answer the 
summons of the priest's spell. After all, 
the afterlife in supposed to Liu a paradise 
for the deserving, so why toss it away to 
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return to this vale of tent's? At the option 
of the DM (or player}, the party must 
embark on a journey to the spin L world 
or Outer Plants to convince their erst¬ 
while It ir ml to rejoin I hem. Alternatively 
they mi eh: have to defeat a number of 
guardians or overcome certain challenges 
to win the right tor their friend to return. 


unlucky Bndu’ria mold end up in the 
bill'll of hi]■= eighty-year-old hulflmg; if 
slu- I ins more choicer, she might a du¬ 
ally possess a body superior to her 
u rigi nil I- Or course, she's stuck with 
wI nit her comrades think i* better, and 
deceased warriors might be rather 
unhappy Lo come back as scrawny pip- 
sovtviks, no matter how attractive. 


in comply control o: : ' the body, share 
its irisfry or could be an unwilling 
but helpless partner, it is just as likely 
that the previous resident has also just 
died, which means Ferret now has total 
ownership, or perhaps the Lives have 
swapped bodies. Once the utlier party 
members track down their com ratter 
thoy might lind he has no memory of 
them or his former life. 

The Undead Resurrection 
ids jl ii l! betievo the mage Berrand is 
not worthy uf Another shot at life, so 
the goddess grants the n^urrecHun in a 
grudging fashion, berm rid conics back 
as an undead creiturer in which case 
the rules lor the Kavi.m l/ht' campaign 
expansion Rcqrfjm: The Gy it* r Harvest 
could be used. "Life" as an unnatural 
creating of the night has its drawbacks, 
such us the risk of being blown lo dust 
by ihn party's juries! waving a holy 
symbol a littk- tno casually. There arc 
also some advantages,, but such an 
existence would torment most good- 
aligned PCs. Alternatively, the IV 
might be fully raised but now has a 
crertam aura that causes all undoad 
lo focus ilieir attacks on him or her. 
Aware that the PC has died and been 
brought hack, the jealous undead 
would resent his or bur having been 
given a second chance. 

Use of these resurrection >..ccnu rivb can 
put wonder and fear back into the 
adventuring careers of the PCs. Par 
from being just another occupational 
hazard, death approaches what, it 
should be in ii campaign; n major obsta¬ 
cle that only the luckiest or most virtu¬ 
ous can Lwerrmne. An old phrase saySj 
"I loath, be not proud," but there's no 
reason for it to bu embarrassed at how 
aasitv i t's d reum vented. 


The Ciravcrobber's Resurrection 


It s possible to reoiM the essence of the 
dearly departed Bodiceia, but since tier 
body is tou mangled, another must be 
found. It BnH ice in bad the foresight 
in he vat-growing her replacement 
all's well Otherwise^ her companions 
can skulk about in search of suitable 
corpses. Ii the options few, the 


The Reborn Resurrection 
Tenet ha* not been bodily raised; his 
.spirit has ended up in someone dsn's 
body, nnc that is perhaps hundreds nt 
miles, away. This new body as not 
known to his companions., and they 
must embark on an expedition to dis¬ 
cover his whereabouts- Ferret might be 


Rod Meeks thanks his parents fm '.heir 
understanding and indulgence whim he. 
first Whirled pkiiiing the AD&D game 
utmost fm+7tt\j \fwrt ago, Hc\t like to think 
this gtnne i’i'its made him the mu a he is 
cmi'n pv: we'd tike to Hunk his .Vfrow's at tank. 
Also, Ciyinmendathns to Stive Mi La.'d mid 
\kc gang in the 'l ii?r$ Citrufalign. 
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Intellect 


Agiifcy 


Onslaught 

Skills 

Gadgetry. Repair 

Computers, Electronics, Energy Control, Genetics 
Intimidation, Manipulation, Meditation, Mental Control 

Powers 

Astral Projection 20 
Body Armor -12 
Detection (Mutant Detection) 20 
Hyperlinguistics 21) 

Language Transfer 

Illusion 20 

Magnetic Control 20 

Animation, Direction Sense, Energy Detection, I Aifnipmenl, 
Flight, Force Field, Manipulate Non ferrous and NinunctalUc 
Objects, Rapid Afi.scmbly, Sera ml jling. Stun Blast, Telekinesis 

Psi-Screen4l2 

i’sF Field 

Psychic Blast 20 
Regeneration 6 
Telepathy 20 


Willpower 


utod separate pt>rsiiT.M ily. an amalgama¬ 
tion of Charles Xav ler and Magneto. 

Onslaught emerged as Lhe cruel, negative 
sides of both their personalities, wielding 
the awesome powers oi both men, 

With Franklin's help, Onslaught set up 
an immense fortress in fVntml Park. Jli=-L 
as tin:- heroes of New York attacked, 
i hislaught k'I off au eUvironiagnelk pulse, 
disrupting every electronic device iji Xlhy 
Y ork. I hough the heroes would have lovod 
:o stop Onslaught, they suddenly hfld arity til people ttm'wtie. 
An enormous fight ensued, involving dozens el heroes who 
fought s.;jLizuiLly but tnhldy against Onslaught. Just at their 
niorncntol defeat, Doctor Dm. mil, the Avengers the hintnshc 
Four, lLsrI either? appeared to < orilinue the fight. 

A| Ihisl, the Hulk broke ()nsJaughYs armor, and a maelstrom 
11 1 pin ionic energy s we] 1 1 u li t frum i hie h rearli i ai a sp.i t-stuxr llI 
rush, n li me: oujs heroes .-n b .c I villains hurled themselves into the 
bread i to ion Lam the psion k nutbmM. They would have been 
destroyed a:id noL Franklin Richards' reality warping power 
saved them. Fmnklin created ar. alternate- reality m which ihe 
heioei* wen: reborn with no memories of their past li ves. 

Narrator Notes 
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Calling: Demoiislter 

Fer&ot\aiti?y; Qn&laught wascrafty but singh minded, llis 
personality consisted of all the negative parts uf Professor 
Xavier'sand Magneto's minds. 


History 

No lii il: understood when the word 
"Onslaught" began appearing on the walls 
and oumputeis of secret fad lities—-a sen¬ 
tinel factory, a Nimrod resHrch labora¬ 
tory, evert in Sebastian Shaw's hidden 
base. Onslaught's first appearances 
ivere jnure con fusing than terrifying. 

Thai would change. 

Onslaught first appeared to 
Frank! ir. Richards as his "imagi¬ 
nary friend." Charlie, hut his 
origins lay with Professor 
Xavier of the X-N/km, When 
Professor X wiped Magneto's 
mind, a fragment of Mag¬ 
neto's evil psyche slipped into 
Xavier's mind and took hold. 

This presence eventually l:]u- 


Ondaughi detoaLed every mutant in the book and '"willed" the 
Avengers, the hmtaslic Four, and IXn k i Doom! What can you 
flu tor an encore? 

TiLO: ins wer is,, don't bring him back at <d I. I nuo- 
ducc somebody whujiLst looks like l'rim„ 

Qns=aught was so scary, no hero 
wants tu lace him again. A subtle 
Lvm gel a lot o- mileage out 
kind of fear. Mystique 
could change her form to .ippeac 
as Onslaught and inti mid a to a 
Jot of people before she was 
found nut. Vtesmero could 
induce a mental image of 

Onslaught mumpidaling *ill 
the fear and dread such ar. 
encounter win: Id create. I : vnn 
Arcade con Id build a giant 
Onslaught-hot tor one of his 
Mu rdunvi.. rl d cor.traphoi is. 









Creating Terrain 


By J.D Wiker and Jim Bishop 


Jnst ns TTuiUiiiitros make action easier io 
picture terrain makrs scenes easier lo 
visualize. Constructing and painting 
term in might :i umt difficult at first, hia I- 
it's much easier than ii looks. 

i here are four basic kinds of terrain; 
hilts, plaU'orais, bets, and coven Each 
ty f 'V can be s impJe or ti n n p| ex, a nd each 
can be combined with any or all of the 
others. The morr complicated the ter¬ 
rain, the longer it takes lo construct', and 
the more experience yoiTll noed tn do it 
well. With li lirthi practice, the results 
will soon enhance every game sct^ioi i. 

Hills 

Hills are thL-’ easiest kind of tea-nun to 
build buL imsc nearly any flat surface can 
be lislilI ns a hill, A book or two makes a 
decent sheer-sided hill. Covered with a 
towel, it develops smooth sides. Comp ex 


Advanced liases 

h;-jsi j :r:can look pretty dull, so 
make them look better witli some veg 
etatiovi. After hushing the paint job on 
.1 j r i i r i i ■ i hire, pain L iheenlliv I.ma 1 giueji. 
Whilv the paint Is still wot, coyer tha: 
witli nriiddal grass (aboult $3/packigej 
or £.' Ji-.tlp sand. Both ^ available a L 
hubhy shops luuI model l. ; vdn slows. 

Tile same thing works for hill .in. I 
ghnips of trees- jus? add the grastfth- 
■■■'( i ions: Paint a §ma|l aiua, then coyer 
■ he wet paint wHh m l:facial grasi* until 
itV f i 11 ished I dr vn r July, cu vej: n Je w 
Tregukir.ircxis with sand 
i nstead of gross. 


Photos by Craig Cudnnhufsky 

hills can be created by layering pieces of 
wyud, but it's easier to wank with inch- 
thick pieces Lif styrofoam. Cut the edges 
at an angle to provide a decent slope, 
then glue the online thing to n cardboard 
base. Using a slightly larger piece of 
cardboard keeps tEu i edges of the Htyro- 
fuiim from chipping. Cover it all with 
green parnl, but don't use spray-paint— 
if cals slyuofoam! 

Pkttbrms 

Platforms int Iudebuildings, lowers, 
n>cks, and othur .structures llvil provide 
elevation for a figure standing upon 
them. They might sound challenging, 
but just remember a couple of rules: 

1. Pktfonnsby definition are tilings a 
min inti ire can stand atop without falling 
olt. livery thing else is ju^t decoration. 

2. Forget about what's inside a stn.ic- 
lui'e. This inside doesn't matter, that's 
what tlie mat and. markers are fori 



Ike easiest platforms are rocks, just 
grab some fair-sized stones from the 
lawn or the side of the road. Then lay 
them on the Lablu in whatever configu¬ 
ration is needed. 

buildings are a I must xs simple. Any 
monc-or-less iec La ngu I a r piece of wo end 
Or styrofoam does the trick, .is do sjiiall 
cardboard boxon. if it's important to 
know wlwre doors srd windows arc, 
just draw the use on with a pencil or «i 
marker. Put a srn^ll building on top of a 
larger one^u] it's;-i two-story building. 

lowers an 1 harder. Try sticking four 
sharpened pencils into the corners of a 
square of styrofoam, and angle them 
outward slightly so the ''base" is larger 
than the square. Assuming all the pen¬ 
cils iire about the same length, this cre¬ 
ates a platform a top poles. 1: the tower 
is sol id r I iow ever, ids best to u^-e some¬ 
thing unite stable, like a piece ul 2 x-1 
building lumber. 



Atrt el ^ficial gmss^nklfic cm;- ii i- m,yj| your bases ftlflixJ CvC 
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Irccs 

Trte^ are sirnpli!, buL making a lot of 
them < '\y- become: expensive. I lobby 
stores - L md nmdoL railroad stored ^u-Ll 
packages of two or three trees for 
a boot £ 5 —hk depending on ihe qual¬ 
ity. ]itsl glue them to a plane of card¬ 
board for stability, *md you've made a 
small grove. 

Cover 

Hobby stores also ttll packages of 
"lidien/' which can be him op into 
ymcider sflflions to makebushes. 
Bushes are '’soft" cover—in other 
wordti, i-over that missile fire cam pyn- 
iHrratP. "Hard"' cover includes walls, 
doors, furniture, and so on, Many of 
thi-isv can also Lx purchased in hobby 
stores, but if? easiest to just grab some 
household item^—paint bottles, caps 
from aero so I ca ny r p J a y i aig ca ids he 1 d 
up with blue stick urn ... anything. 
Small rocks {those jusB a lilde ton small 
or uneven for min id In res to stand on) 
also make great cover, and they have 
the virtue of not needing any paint to 
look realistic 1 

Fcdnfotg It 

[Minting all of this terrain iiLtdn'l be 
difficult. Ifsjnst a inn tier of making si 
"good enough for now " acid adding 
more detail later. Buildings, for exam¬ 
ple, cp n he painted whatever base 
color ■.he building would be—-brown, 
most likely-—and flic doors and win¬ 
dows painted as black rectangles arid 
squaiv.K. Paint long, narrow rectangles 
inside the door rectangle ir, a lighter 
color co represent planks. Paint two 
brown rectangle*, side by side in die 
window for shutters, or paint four 
light blue square*, in to represent 
panes of glass, Jusl remember, the 
most effective paint jobs aren't always 
the ones that take a lot of time. 


It) Wikcr i wtired u\ Wizard# of lh*-> Coast 
packed in styrofoam nnd onSy fmtialty 
tiswoibiiA Jim Bishop Jjrrs more uttfitu$hed 
terrain in /?. r s hottfe iltmi he fms food. 



As lie PCs r-aad: tho hafr#uy pom, Ihe niKsIlEiLshGuttaatlRck. 
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■Nat'i^w Cross ing 

A Himpli: scenario lo make use of all that terrain is s bridge missing -with plenty 
of opposition, hrlhis instance, the advwfcKt'rsaie chasing « wide c iwasse' With 
rnuks anti brash on both skies. The re's a. sturdy : itdne bridge, but it's exlriiimely xuu- 
mw, rath cinly iinut^h room for one j-ruiLi-h/ed ihratmv ! lidden tin the far side is a 
group of (two of three' farwich PC) *%>' prey on people; t:n-jssi:tj| ihe bridge. 

Win*, the .'ir.sLPCislialfvvay.aoK.jfw the bridge, the gnulh* rush forth ftomJjkl- 
ini; and attack. Lheii' gi>al is not to badebtows is- th the PCX sint-t* tivv knmv 
they';! probablv biv against well-aimed and armored foes. Instead, they plan to 
mob the first PC. at id push hi-ti.dr iurr over the side i>t .the bridge into the 30* 
deep crevasse. Then they'd tun back lo cover. 

I hegndls’know that tl&.fdU probably won't kill sumeorie iJ-aL sturdy ii.idking 
but tine rest of rhe PCs shouhl be distracted trying to help. I he fallen dv.rdtfcr climb 
IwWup. vVhik! the PC> do that the gn oik rush forth again. using the sametacHc 
againsr tiie next jierseni to'ciras. They keep doing ihis'urrtii they atfUenteri nr until 
the.only PCs left-a re pivriy armed arid armored typSSr— like wizaros or thieves, 
rheri they attack err mmsse, going back for ituc characters in tfriri^Kvassc later. 
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ding. It might be somethinggootf, or it might 
tt kb ailing, the iya are always busy, always 
'ofiii.e space, a/ul it continues to drive them 
fbe Ai:iTR-\n \ game. 


■■'''ARE A REPTILIAN .jiACF .from a 
worn inhere mammals never developed 
. Jo out-evolve reptiles- iPHtu^^ri^iier rupiitt 

£« 2-" -imr i-f * i«R- 

prjjMuru 1 snwt a ^outstripping t hi* larger reptiles with brains 
' BtT 1.1 lit ei b.raw ii."I"hLi bsa (idv v c been applying 
' ii five n liven css a n dcurioHi by to the ej^etoprri en to f their civ- 
I itizatiun ever sinee- 


T'sa ah: small reptilian Jmrnandidsi standing.tom %t 1& 1,4 
meters tall On .^rageittld weighing30 to50 Rtlogiantitfey 
, have a sleet K?dv of fi-msil], overlapping scales that cover 
■whipcord muEcles^JSkin color ranges..from dark hrnivji 
■through greens to re.s^ ik hrc‘ r and goldened aJe t r sa lend to 
^iave brighter skin tones than females fhe^sa head is small 
ami triangular, with a blunt snout, slit ted nostrils, On d small 
sUtted ryes. The head i'S topped with a tall, finned crest that 
reveals the fta's (amity herUngCf^Fs'a Have long,, vvIviplike 
tails llml are always in modem, J ashing from side to tide or 
twitching slightly even when the fta is standing still (a rare 
occasion indeed). 

Although they are rep Liles, Tsa axe warm-bjoodvd-'t'hcy 
are oviparous, laying eggs to produce young. T'sa fed the 
urge to mate only one week mil of every three lo five years. 


'flic i F sa are perhaps the most industrious race in the 
known galaxy.They are certainly the fastest growing civilisa¬ 
tion among all ihe hum an-dominated Stellar Nations, Th^ 
t r sa arc fiercely independent and proud of their achieve¬ 
ments. t hey are also the indirect cause of the two worst wars 
in galactic history. If anything is certain, it r ^ that the growth 
of t'sa civilization holds surprises for everyone in known 
space. 

































a period they call 'r *k ttiu. Otherwise, 
they do not concern themselves with the 
issue of procreation and find the human 
preoccupation with mating activities 
humorous. F j L.-m.nle fsa lay small clutch¬ 
es of four to ten eggs, which hatch, after 
roughly twenty-seven days. Young fsa 
mature rapidly, reaching adulthood in 
only three months, Tlie: mother cans for 
the hatchlings during this time, then 
leaves them to Lend for themselves. 
Thus, fsa do not develop strong emo¬ 
tional bonds with their parents. T sa 
families are based around the egg’clutch 
or brood of siblings. 

F’sa ^re omnivorous, Eating both 
plant and animal material. T r $v\ prefer 
their meals rew or lightly- conkyd, often 
highly spiced, hating small animals 
alive is considered a delicacy. Humans 
planning on eating in fsa vstriblish- 
lncnts nr visiting the Tfri Cluster are 
advised to mnhe.: the fsa aware of their 

rfietarv n^eds- 


HIBTORV 

evolved on Inrgv, warm 

pin nee dominated, by thousands of 
small lakes, swamps, and marshes 
rather than ocean* nr seas. Early life on 
Tansa developed much like life on pre¬ 
historic Earth, with many different 
types of amphibians and reptiles. 
Unlike Earth, however, Taasn never 
insectuid or mammalian ltfe- 
Inste^d, small, quick lizard I ike 
creatures began to develop greater intel¬ 
ligence and hands with opposable 
thumbs, Eventually thev became the 

K r 1 

early: ancestors of the mod&rn fsa: intel- 
and inquisitive. 

bEVEb □: 

RGE 

Tire early fsa soon began in shape their 
anvirnnment. They employed intelli¬ 
gence riml conning to evade hostile 
predators, forming secure - communities. 
They discovered, the use ot fire, a valu¬ 
able tool for keeping other creatures at 
bay. the fsa also developed simple 
weapons, particularly spears and 
knives, for use in hunting. Unlike other 
intelligent species, the fsa rarely used 
their weapons against each other. Their 
non-confronlational nature allowed 
them to avoid much of the warfare that 
hits the history of races like humans, 
mechalus, and worn From Lhe begin¬ 
ning, the fsa were able to cooperate for 
die overall belief it of their species, 

PROGRESS LiEVEb 1: 

THE CITY REE 

The fsa began to build larger comm uni¬ 
ties,. interconnecting webs' of alliances 
between >. 1 niches, known mh xukksim. 
This leil to the development of the first 
cities on Tuasa an mutt 20,000 years, ago, 
considered the dawn nf fsa civilisation. 
T P sa y. itics often grew quite large, .mir- 
rnunded by terraopri farms and animat 
pens. Large predators remained a con¬ 
cern, but the fsa learned to domesticate 
in any animals for food and labor. The 
rich, moist marshlands provided water¬ 
borne i? I an i 5 for consu mp t ion. 

These advances allowed more time 
for pursuits such as exploration and sci¬ 
entific research. Tsa curiosity drove 
explorers all across liras a, leading r .o 
much CLiltural and genetic crnss-pnllina- 
ilcm and the early rise of a homoge¬ 


neous world culture, Tsa scholars and 
scientists discovered and explored 
astronomy, animal and plant hus¬ 
bandry and chemistry, Metal-y^fldng 
lagged behind other sciences, due to the 
lack of large metallic deposits on Tbasa 
and the lack of warfare to encourage 
technological development. Spears and 
daggers remained the main fsa weapons, 
since swords required too much metal. 
The t'sa needed improved weapons 
only for hunting and fending off larger 
predators. Their naturally lough hide 
eliminated the need u> dlffi&lop armor 
for millennia. 

The Ci tv Age a Iso saw the beginning 
of modern fsa rejig in us and spiritual 
beliefs with the development of their 
Ch 'Naltsm, based on earlier mi i mistic 
fsa practices. The doctrine o: many dif¬ 
ferent types of spirits involved in the 
creation and guidance of Lite world cre¬ 
ated a tolerant and open-minded belief 
system for the fsn. Alt fsa are consid¬ 
ered under the guidance of the same 
spirit, so religious conflict between the 
fsa was minimal. The basic tenants of 
ClVNalism have changed little since this 
earliest point. 

PROGRESS bEVEb 3: 

THE GROWTH REE 

As Lheir progress reduced Lhe hazards of 
Iheir omdranment, -.he fsa expanded 
rapidly-—ir, some cases, too rapidly. The 
growing populate demounted new Len'i- 

Borv and new tr-:snti+^r^ r sending f: h; j . 
explorers starching for new lands, to set¬ 
tle. The kick ul oceans limited travel on 
the surface to walking nr riding boasts, 
,! ['he ground was too uneven and 
marshy in most areas for thy develop¬ 
ment of land vehicles, and large ships 
weren't effective without seas Water 
travel was limited to small boats, which 
often required portage te- move From 
one lake or river to another, 

Early on thy fv;i hit upon the Idea of 
air travel as a means of getting from 
place to place. T'sa inventors began 
experimenting with gliders based on Lie 
wing structure of native flying reptile* 
and birds, as well as lighter-than-air bal¬ 
loons. Such vehicles were useful only 
for short trips and required considerable 
alLiLudc. Still, Lhe t'sa continued in look 
to the sky as their new I i'on ti or. 

Tire growing p tip illation and the 
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demand For new territory caused some 
problems among the fsa. J-'or l he first 
time, there wiih reason for competition 
between group:-- el fsa. f ! sa dutches 
Lind xakksha struggled to gain the most 
useful and valuable Land. Explorers 
rushed to find the bt.sb new terri Lories 
Lot settlement Fortunes were made by 
the fsa who founded ww cities and 
offered opportunities For growth, while 
other explorers lost their Lives In hos- 
HJe swamps or to native predators. 
Skirmishes and wars broke net between 
competing xakfesha from time to hi me, 
Stifl, this competition was limited in 
comparison to the wars of expansion 
atul conquest fought on other worlds. 

progress ueyeur 3-4: 

THE SCIENTIFIC BSE 
As the population continued Lo expand, 
die fsa moved across Taasa in an inex¬ 
orable wave ot civilization. There was 
no Industrial [(evolution on Taasa- T":-a 
technology progressed at a steady pace, 
with nidi new development well-inte- 
gmted in ho their society before tl'ie next 
came along. They developed sophisti¬ 
cated metalworking techniques using 
Lhe Und tod resources available, i he First 
functional fsa airship, using lighter- 
tlian-air gasses, was built Jilteen thou¬ 
sand years ago- Hie fsa began to har¬ 
ness hydraulic and steam power about 
thirteen thousand years-ago. 

Tor thousands of years, the fsa con- 
tinued to colonize areas of Taasa and 
develop new technologies, exploring 
the world around Ihem. They tamed or 
wiped ■.:-uL the most dangerous animals, 
advanced agriculture and medicine, 
developed sophisticated means of air- 
travel, .1 n l I looked for new ways to 
expand bhc-Lr understanding of the uni¬ 
verse. Competition between xakksha 
continued., along with Lite occasional 
w.ir oF expansion, bin Lhe fsa settled 
most of their conflicts peacefully 

T ! sa astronomers developed theories 
relating to the existence of other planets 
and stars before the tir^o cities arose on 
Earth. By the time the pyramids were 
being built in Egypt, the fsa were ready 
to travel to other worlds. 

PROGRESS bEVEb 3; 

THE SPACE RGE 

The f*a achieved interplanetary travel 



T-m& 


nearly 4,500 years ago. They I'ir^L put j 
unmanned probes and satellites into i 
Orbit around Taasa, using them to study s 
and survey their home world, as wdl : 

gathering information on other planets 
in their star system. Not long after that, 
they sent probes to other planets e*i 
their home system. That was followed 
by manned exploration ot the system, 
sending fsa crews to land on other 
planets for the first lime. I he fsa quick¬ 
ly determined that several of the plan¬ 
ets in their home system were capable 
of supporting colonies., and a now fron¬ 
tier was opened 

Tlie fsa space program was not with¬ 
out its hazards. One difficulty the fsa 
encountered in their earliest space 
flights was the length of time it took to 
travel from one planet to another. The 
fsa do not take well to extended periods 
ol cnnllnemenE, particularly not long 
months spent in tiny space capsule, 
h'rom the beginning, the fsa looked at 
ways of suspending the crew oh a space 
vessel so they could endure the long 
journey. This began Lhe development of 
cryogenic technology, which the fsa 
continued to rx’fi ell^ over the centuries. 
Many early fsc. astronauts and explor¬ 
ers died : .iaccidents when their vehicles 
or cryogenic systems failed, but the fsa 
kept trying. 

For mure than a thousand years, the 
fsa explored mid colonized planets in 
their own star system. Tlie process of 
building new colonies and L-orly ter¬ 
raforming efforts occupied them For 
some time. It also continued to stimulate 
the advancement ut fsa technology. 
Advaticomen ts dev^lopt^d for the space 
program were applied to everyday life: 
now computer, medical, and propulsion 
tocfmologie§, for example. Thn i f sv\ pop¬ 
ulation boomed with the availability of 
new frontiers For them to explore. As Liu: 
population grew, so did the number of 
fsa dutches and individuals who sought 
to expand the frontiers of their race. 

Tlie pSiUietary colonies of the fsa nnd 
the need ter communication between 
them led to the expansion and refine¬ 
ment or the fsa version of the Grid. Ar. 
extensive information network already 
covered : ili oi laasa, but now ihe fs-i 
Grid needed to expand to encompass 
the colony worlds as well, hi mi ted to 
iighL-specd communications links, the 


uscfiitas bodyguards or explorers . Their 
sirnlJer size oftan causes opponents to 
uiulBi-eslBiutt iiiem, olloiujjiu them to. 
uuork c uuertf yf l :i itti eos e. A sha’cre'lii sa : 
is newer truly unarmed jiitI can react 
with incredible ^peei i. Miirtral artists 
niton seem calmer enrl more ^Centered 1 * 

■ than mesffsa, carr^in^ tkeinsek^'wirh 

a iteiUltf araceand e^se. .. ; 

Coro Skills (33 paints]: 
Acrafadti zs-tfafensfue martini arts 2, 
ildiltjft: Stimima-erjdwjace; Resolue- 
tneiilsi rMohD, 

In thq Verge: 

T'sa martial arlf&ts are he awn to wan¬ 
der (life Verge,seeling employers able 
to aEfonf them and ofipoiieistswarHigof 
their skills..Along Dili my* tlioif sceh to 
f . learn as much AS jtoss ih 1 0 to help 
: them refitie their art. JUiyhter uuho 
: d efeats a fsa mania I artist i a cam hat 
! c an etiped IQ hauo the fsa re quest to 
i stu dy vlith him or her far a time. 

to leurn and iinprove. 


f^Li grid suffered From extensive time- 
lags, a problem fsa tedmidony continu 
ally worked to correct. 

PHOBGESS LEVEb E: 

THE INTERSTEbbAR BGE 

Although fsa sL'ic-itist^ labored inisur- 
cessfuily to discover a means of tiiyte'r- 
thnn-light travel, the fsa did not allow 
iheir kick of n stiidrivc to sl-mv their 
expansion to thest^. They sent probes 
LnLo the depths of Internteibr space and 
<u rv eyed new star svs-tem^ using pow¬ 
erful telescopes, When They discovered 
a suitable planet in 0 nearby star system, 
they made ready Icj colonize It. 

Wiihoui l'i staid rive, the trip would 
LjUl: over a century. Generational star- 
Khips wore not on option tor the fast- 
breeding fsa; wiihin only a decade, the 
population uJ such a fsa ship would 
incren-c tenfold. The fsa refined ihear 
wp li in t i ca ted cryogenic technology, 
already UMid to suspend, fsa colonists 
and sipMfotravelera for long journeys in 
system. Thousands of brave fsa 
colonists e-itered supp^iided animation 































are knmleitpalilc afciM ilte tea 
' faftbindtendto begbtidSt ihtflifliiuuiih 
pedple. The career is unique in thbt it ss 
n^r Ibe t h M prnrSrVcaree^^C^ta 
CDiTiliiiaod uuiEli aEiatber career i;h<>kr 
Taa uuhn 3bccaine WS<\ often taun£ file 
■fcrilti jierki able tu 0 . 1 II upon reserves ef : 
inner atrengfli in limes of need, s : '. 

Cone E^jfi|S3 pdinCs]^^ 
HsioiiUie: dge ■tttrtr!t}(j\f r HeSalbe-inetirM : 
svaoia ej Tejc^.L eadership -tj? spire , 

Irr fcl {& Iferejo: 

CtrSa arc found LlirougliD^it the Uerge. 

U nl ike most clergy they arc nearly invisi¬ 
ble, since they ito not p mselySzc ar 
ilrsjilajj their position in Irfa gbeeeIy- 
fl ship's engineer ni.iy turn ouHa be e 
Dh’ita null d is [furs fa conduct religious 
ritual i; fm- t’sa on.Jrodrd sltiji. There is 
no EEfitcr lor frli'fUalism in the Verge, 
hot 5 in .ill puhlic slH'ines arc found on 
any wnrld iniilh a fsi population. 


nmH began their joy nil 1 V Toward ihv 
shirs, guided i nils - bv their si lip's coiu- 
■ ■■•.it-Hr -vsiems and ^^vvtm^Tnh^r- who 
were periodically awakened. When the 
fsrl dlSCOVCri'CT LI-thfcT I lUhLta Ml ■ plilllftH, 
they followed the same noLirftf 1 , ^eraling 
out si coper ships of colonists to explore 
and settle die new frontier So began die 
expansion of the 1 so Cluster 

! ir'e on Ibc colony worlds was often 
hard, virtually cut off from Tansa, with 
ann.mmiications taking years between 
systems ol light speed. But the Lsa pcc- 
sc\ r ered and prospered, much like their 
ar.cicjii ancestors who colonized -J is in n L 
jugiujis el J Llli_-_:_ Colonies giew rapidly; 
:i lew ihoitsmitl t r s.i were vide tsi popu¬ 
late a planet ir. just a few generations. 
The t S-.I might have continued sending 
out sleeper snips and colonizing worlds 
in H i- wlw for vi-Liliirr rniUuuniuni or 
move. if it wi.' rerr' \ for th dr first hi ten it 
eon front ;i nun with another intelligent 
species: homans- 
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contact 

In 2296., explorers from the Orion 
Long Lie discovered die T J sa Cluster. 
Humanity was, to say the least, shocked 


to find an entire interstellar civilization 
or. the expanding bonbit.!is of humim 
spaa\ tixeept for the fraal, a. I the other 
fipeeles humans had encountered thus 
liir were J inti bed to tii<jir UW:1 ^tar sys¬ 
tem, a: best, but the fsa had traveled to 
I he a-l n ry. uzi tln/ir own. 

The fsu were utitiolly cautious in 
their dealings with humans, hut they 
were tnscinnted by die humane' posses¬ 
sion of p. functional stardrivu and what 
that implied for fsa science and tech¬ 
nology. Several colonlLil states made 
overtures and tried to annex the Tsa 
Cluster, hut die risa firmly refused. 
Although they wished to join galactic 
society, the Vs a had no desire lo become 
a client state of any human nation. The 
diplomatic conflict over the disposition 
of the I ‘.sa Cluster .stretched tensions 
between human interstellar powers to 
the breaking noinL. leading to the First 
Galactic War. 

The L’sa remained carefulty neutral 
during the war. They negotiated and 
traded with various factions, always 
Lurelu] to distance themselves Inmi 
what they saw as y, Hunan conflict. 
Whin the dust from GW l settled, Ihe 
f’s;-! continued their trade rein hoi is with 
the new Cellar nations. They had 
gained, among other tilings, stardrlvu 
to-: h 1 loti \gy i n rxd innge fi i r t'sa dc v L"l i \] i- 
liients in ci yngHTiics .-sisd NntTts'tinology. 
This gave fsa explorers and settlers a 
newfound freedom, allowing the 
species to settle three additional worlds 
during the war. I luring the lntorbellum 
and Lae chaos of the Second Gatacr.c 
V'Vp r, the Lsp main tamed th fir neutrality 
and expanded liieir Lenitoiy, setllkig 
another fifteen worlds by the end of 
GW2. J'hi-= memasrd the si/e of the 
Ct us Lei Li i So: no el \ Ly Li j oe wi )3‘ids. 

With tiie end ut the Second Craiactic 
War and the founding of the Galactic 
CuJieoni, tlie L':-.li were liiu.Jh.- accorded 
L he: T'ccognition they desired. '3'he 

Ci '1 ■ a s-l I 11 f in if: i 11 ic ' 'sv CI uslcr 1 \ ie sE o- 

tus l^F C:iuL;t:-iL.i Mrutnilitv, surrourKh'd 
by Concord space. Th«- Cluster would 
have complete autonomy in exchange 
fc m■ |h\ i:r;ihIr trs lJl a agn (■ iri-:■;i is with the 
Cnr.ronLt rind cultural excluingL^s. The 
Fsa agreed r and the Cluster truly joined 
galactic sucieh : -. Millions of t r sa chose to 
serve the Concoiil, seeking op pom ini- 
Lies for exploration and advancement. 


billions ot L"sa had already emigrated 

from the Cluster Lind chusen tu hccuirn. ■ 

citiTcns of other stellar nations. With 
plans in colonize another forty-one 
worlds in Cuncurd &pacv, tile 'l r sa 
Cluster continues to expand, and ttif 
t's.i -.in." bri.Liming ,i 1 ijn;v to be reckoned 
with In galactic society. 

CUbTURE e society 

As ii race, tluj t r Shi r-ru liv-pernctive r 
quick-witted, curious, greganous, and 
tedinoiogicaliy oriented. They tend nut 
tu be aggressive, although they are 
fiercely proud of Lhelr history and their 
achievements. Tsa are sii^iiitaneously 
fascinated and repulsed by humanity,: 
they are cllhous about humans and 
their Ledmology, but repelled by hiuxian 
aggression and arrogance. 

I lie first tiling that comes tu mind 
when a human thinks about 'he Lsa is 
diat they are fast, t he fsa are bundles of 
nervous energy. They rarely stand stilt 
for more Lhan a few moments. Even 
then, their tails usually lash from side to 
si lI e Lind the; fidget in ways humans 
often find annoying. When neet^sary.. 

f'sa c.m £Xplod<J into a flurry of motion 
quicker than thvcvc carl folluw, mu king 
them mote 1 dangerous- in a fighl than 
their reputetion. suggests. I'sa talk 
quick I v, iiml cunversatiimh ir. their 
native language arc often ton t:e:t h:r 
non-L'sa to follow. ‘When speaking other 
languages, fsa have a tendency to 
repeat themselves or use different syn- 
h:ih v ins of i he snrr.o word to get their 
meaning across to listeners of other, less 
"quick-wilted" races. l 7 or example, a f'sa 
merchant might call out "Come, come, 
good sen bents people folk. Come and 
examine my fine wares products. 
giX >lI:-?[ " 

Tsa am extremely curious. Some 
would say loo curious. They aid born 
explorers, always wauling to know 
what tics just beyond their reach. 
Mysteries Uisci ri H ] tu thvin, A fs:i can not 
stand nut knuwsng what lies behind a 
locked dour, or whnt some new techno¬ 
logical artifact does. Oftentimes. tTa 
i : .j riusil v twcomos .i jirublem when tiioV 
heyin piikiug around things better left 
alone, such as sneak Lug past that lucked 
door or pressing buttons un the techno¬ 
logical artifact. A great many l r sa explor¬ 
ers end up dead because they became 
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overly curious and forgo! to take proper 
precautions. Non-t'sa often have to keep 
a dose eye oil their t'sa companions Lo 
keep Ihem from wandering off and get¬ 
ting inlo trouble. 

!lw t'sa also have what many oilier 
races COr i si lIL- r mi unKe-ulthy uvtcnsil in 
nH ut peopli' r ^ business. Among thnn- 
selves, the Fya believe that asking per¬ 
sonal quesLioi’iH is simply j wav 
of getting te know Smtlconi: bet¬ 
ter, and they''re quite open with 
information about themselves 
They think nothing of asking 
complete it rangers about the 
intimate details of their lives, and 
often forget that humans and 
other races find such questions 
rude. 

Pari of Lhe inborn t'sa curiosity 
is their fascination with technolo¬ 
gy. I he l'*sa consider science the 
greatest opportunity fur explo¬ 
ration and discovery. 71 "icy are 
driven Lo unravel scientific mys¬ 
teries and Lo discover new ones. 

All I'Sii have dl lea.-U sortie inter¬ 
est in the inner workings nf dif¬ 
ferent machines and devices. 

Tlrey Itjvl-: A knack for u rider- 
standing hnw things work. T'sa 
ei rek 1 oKLL^Ient LiEigineers and 
technicians because of this, and 
many ships have a t'sa engineer 
on hoard, T'sa love io tinker and 
can occupy themselves for hours 
studying a new piece of technol¬ 
ogy. Hopefully, the t'sa remem¬ 
bers how to put it back together .again 
afterward. 

FAMILY blFE 

T'sa do nul marry or mate for life like 
some other races do. Mating is conduct¬ 
ed rnsLcilly. since il docs not const Koto 
the same ionimibnont for t'sa that it 
does for other races. T'sa mate with at. 
eye toward producing progeny that will 
be an asset to Lhe community and the 
t'sa race, making them pragmatic. Fsa 
are often bewildered by the importance: 
other races allach to mating customs 
and rituals. To them, courting Is simply 
a waste of valuable Lime. 

The t'sa say "every t'sa is part of a 
family.* From the moment they are 
bom, the t'sa are part of a social unit the 
egg-clutch. T'sn are highly social beings 


and enjoy having others around Lhem. 
'Fsa dn not like Lo be alone unless they 
have somewhere Lo focus theii at ten 
linn. A t'sa who is hard at work can diut 
nut lhe rest of Lhe world for hours., but a 
i.'sa who Wauls to relax always socks nut 
si ji i n: ki nd o I ( a n npa i s it in -.1 i ip. T'Sa n t. i ke 
hiemls easily, .-ind they arc loyal to their 
friends until death- Flymans arc often 


amazed hnw? quickly t'sa Form emotion¬ 
al bonds with others, even members uf 
Other i-.ll.-lt’s- A t'sa can become triends 
With someone he or she lias just met, 
and such a friendship may last fora life¬ 
time. For their pari, die t'sa do not 
understand the social divisions among 
hum mis and other races. The concept of 
human nationalism confuses Lhe t'sa, 
who have had a unified culture for mil¬ 
lennia. lire t'sa are loyal to individuals 
and Lo lire idea ot their race ay a whole, 
but the iduij oi being loval tu the abstract 
division ill a nation is alien to them. T'sa 
xakksha involve complex systems of 
lovaltics, buLthey am personaL loyalties, 
given from one t'sa to Minithiyr, and the 
t'sa recognize that they are still of one 
race and culture. 


STATUS 

Status aiming She t's a i? measured by 
achieve merit, both individual and fain i - 
lv related. A t'sa who achieves great 
wealth or fume not only advances his ot¬ 
her own status, but that of tire entire 
clutch as well. I akewise, a fsa clutch can 
be brnughl down by I Fie infamy of wre 
sibling. This makes t'sa families fairly 
tightly knit, since they .succeed or 
fail based on the actions of any of 
Lhe siblings. T'sa are achievemenL- 
oriented ' J go getters" by human 
standards. Every Esll seek?? to 
achieve greatness in a chosen field, 
whether that be discovering new 
worlds, inventing new technolo¬ 
gies, founding a new company or 
guild, or mastering another field. It 
is- this desire for adliev-ernenl tfial 
led the Fsn into space nnri continues 
to tirivp them to explore 1 new 
worlds and seek out new chal¬ 
lenge. 

[somewhat naive by human stan¬ 
dards. the t'sa desire tor trehivve- 
menc make* them prey fur con- 
artists offering get-rich-quick 
scams and similar schemes. This 
has Jed tci the dual t'sa view of 
humans as kindred spirits who 
share a desire for exploration and 
achievement., and liars and cheats 
who simply stumbled into Lire dis¬ 
cover v Ot :-itrm J ri vt\ The t'sia have 
something of a iove/hare relation¬ 
ship wi!Si humans, although their 
interaction with the Qincord has 
helped to impnowe the t'sa opinioii of 
hiiinariity- 

As part of their btahis-Cpnsdous col- 
Lure, the t'sa often decorale their bodies 
with complex uilinos, called del'sya, 
LliaL reflect their individual heritage and 
achievements,. as well as profession and 
personal laslc*. A I'sa with proper 
defsya pat terns gains a 1 step bontis to 
encounter checks with other t'sa, and a 
fsiri van Llni n■« .i great rival about another 
just by Looking at his or her tattoo pat¬ 
terns, 

R FRIENO IN EUERV 
STARPORT 

T'sa have a knack tor making friends 
{and enemies) wherever they go. Well- 
traveled t'sa often seem to know every¬ 
body. To reflect this, a t'sa hem may wish 
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T5A 
3GENT 


The ffiFJtfaJfris a secret t’sa ij eLsizrrtm cnt 




□ri|Qii izLit ia n ifcriicjtcd ta llic preserva¬ 
tion of fsa iiidftpciiilence and so^ier- 


Elgntyf. It answers directly to the chosen 
leader of Ilia Tss Cluster, flrrd Jaw out¬ 



siders tlrfiu hildinr uf its uristfijlcEi- Euti 

tMtcncond is unaware otHiolL'ua scope 
of tiiH Ko'hlak flyenls sp^ antne SlulFar 
Nations ta galliar HtFarmatfiM irljai to 
the security of the ClustEa-THare is a 
minority ttiftvfcffl&rtt within the Ka'Nah to 
further tha welfare nftfiefta people at 
The enpeiase at uthe r n^rtion a bg slea liny 
tcDlinotoij^ and committing arts eiF 

sabatjge. So fan CMufc Ctiisf^r his 
y uppresseiT those elements, fearin g they 
could damage Me crusieKs relationstluith 
ihe ^slpctfc Concord. - 
^rO^-ShifF& (32 points): .. 
flcruEi nties-rfefeusfVe martini art 5 ; Ath- 
iBtics-c/mfir, jump, tfrnnfr, 

Steahh-^^ Instigate; Intoractint. 

Tta Agents operate accasionalty 
in the ltenj£ to protect t r sa interests 
there. The cm pans ion of the Verge is 
something the I’aa hun a stahe in k end 
they're also interested in keeping up'to- 
dai« ert the attiufties of tho othEr StelFar 
IVntions, especially members ol the 
Eflji-nnrion Pentad who may linue designs 
n|i t^a spate, colony* worlds, nr tech- { 
no'lagg. Sonin t'sa agent? operate under 
deep cover ns members of other pro¬ 
fessions For years before being nailed 
open to lake on a particular mission. 


tn Like the Celebrity pLTk. The ht^rri i> 
well .known by many people, although 
not mjcessiirily a celebrity. Any p-rk 
cheek resulting in a Critical Failure 
means that the hero has run into an old 
enemy ratht-i* than an old friend, while a 
Failure indicate m place where the hero 
isn't particularly wHnome, rin^ to past 
problems. ReputaHrm and Powerful Ally 
a re nlso common pL i rks ft hr Psa heroes. 


E0OEENMENT AND 
POblTlCS 

By human standards, t'sa government is 



pure anarchy- For the F'sa, their complex 
system nf loyalties and relationship:; 
makes |mjr Wx h sense. T r sa society is 
based around 3 concept they cad 
xahksha, which humans translate as 
'"kingdom" or "nation,' 1 It is similar to 
die feudal system in Jiarlh's history, and 
it arose during 1 .he earliest periods of tVi 
1 ieilination In a xakksha, each rsa is 
strongly soya! co the other members of 
his or her clutch (siblings), Jo Lining a 
t r sa dVfcass., or "family."' Humans gener¬ 
ally refer to a rlvtass as a "dutch," and 
most l'sj accept this term- bacFi clutch in 
turn owes loyalty to another dutch of 
higher status. liach group oi siblings is 
loyal lo each member uf *mother group 
of siblings. Clutches join together lo 
form dtffctmt cbins, professional Lissoci- 
etsons, guilds, and companies. These 
■111 n togc I h c r 1.0 m ake up the individual 
xi-ikkshsi which comprise modern t'sa 
society, Tliis forms a complex web of 
duties and obiEgalions on the po rt of the 
t'sa. Despite the fact than L i Kakksha is a 
nig 1 1 hiiaiv to show on an organisational 
chart, :L seems to function quite well fur 
die t'sa. Them mw hunrinris of aakksha 
currently spread through nut the T'sa 
Cluster, with more: appearing all the 
time as the t"*a form m-'X ulliano&H. A 
t'sa can easily determine anntlier t'sn's 
xakksha iVorn Oppt:bLrimfo r scale mark¬ 
ings, and rid syj? lathm*. 

1'Fu* Tsa Cluster is a Concord 
Neutrality existing in Concord Prime 
fipMi'R. Although under the protection of 
tFu i (la lactic Concord, I he Cluster is 
iiutomimmis in terms of government, a 
stellar nation unto itself, I'he t'sa have 
Hif'ir own |i^i]ieir.>s and laws and enforce 
them. Visitors to the Cluster arc: notified 
of this by automated Concord gridsats 
scattered along the border of t su spaoe. 
They provide complete downloads of 
t':-u laws and customs for visitors Lo 
observe. The t'sa encourage LuilIl: arid 
tourism They welcome visitors to their 
worlds but they do not tolerate criminal 
or violent behavior. Tin' Concord main¬ 
tains an embassy cm Taasa hi facilitate 
reJationfi LHMwei:ji the Cluster and other 
sleliar natioE'LS. 

I'sil laws art: fairly simple and 
straightforward. They are based on a 
strong rrspx't for the rights of the Indi¬ 
vidual. Violations of an individual's 
rights, such as violence or Lheft, are pun¬ 


ishable by fines and imprisonment. 
FirLL-v 1 nr Either forms of reparadon are 
the most rommim punNhuicnl, dating 
back to an,dent t'sa history. Tlie gmilty 
party um^l eumpensate the victim or 
surviving family members. Enfnrml 
labor or sodal service is also quite: corn- 
mein. Imprisonment i.sconsidejtu a par¬ 
ticularly harsh punishment by the t'sa., 
who do not take well to confinement. 
Criminals are more likely lo be placed 
under "house arrest" and equipped 
with a tracki ng d ev i u: that ; 1 : . U 1 w s die 
authorities In monitor them. The t r SFi rln 
not believe in the execution, of erimirNib, 
since [hey bclkwi: that every nrie has 
something to conb'ibutc, even if tht>y •: I •: 1 
so as part of a forced labor eainp. 

Relations beLwL'nn the TT.a Cluster 
and other Stellar nation- vary, but most 
stL-llur nations consider the Cluster a 
wild card in the political deck. Chaluk 
Oiisier, the leader nf the Cluster, is a 
wily pEilitLci^m with the best interests of 
his people at liLurrt. [iir the time being, 
1 Fu l (.! I l 1.- ter i s a stn mg a 11y of the Galactic 
Concord, which provides recognition 
and protection, 

A considerable amount oi political 
intrigue takes place between the t'sa and 
Either stellar nations, despite the close 
tfos to the Concord Intelligence agents 
horn the Stellar Nations work under 
cover to Learn what technology and 
assistance tin.- rW provide* to the 
Concord, Agents nF FFv t'sa Ka'Nnk 
organization (roughly Iransktod as 
"guiding protijCLc>m r, j kt:c:p a cltiSC 
watch on any Stellar Nation that might 
threaten the Cluster's sovereignty 
tventually Li 1 l: TN-i C’lustL^r's ongoing 
ausL rapid expansion will become an 
issue that will test the diplomatic skills 
of Cbihier and thy Concord. 

reuigion 

TIil- Fsji follow a polytheistic religion 
known 3S Ch'Nalisrn, bis based on the 
ancient t'hm belief that each aspect i>f the 
universe is governed by a particular 
guiding spirit, known as a OrNakan. 
Tlie gneateftt of the spirits is Cli'Nak thv 
creator tsf the universe. However. 
Ch'Nal is a lofty spirit and has; Little tn 
do with the day-to-day running of iN 
creatton, leaving it to the various 
Ch r Nrikan.There are literally thousands 
of C'Fi'Nakan in belief, spirits for 
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every type ofbeing and thing in the uni¬ 
verse, This. 1 L'sa give particular honor to 
K r snn Qi''M.ik, the guiding spirit of the 
t'sa -race, K'san Ch'Nak is said to 
embody the Fsa ideals of achievement, 
curiosity, quickness, and friendliness: 
the perfect t'sa. Many t'sa joke that it Ls 
fortunate their guide is an immortal 
Spirit; if K'san Ch'Nak Were mortal, hi.s 
curiosity and trusting nature would 
have go tten him killed many limes over. 

ClVNalism is the only major religion 
On Lansj!. and hay been for nearly ali ot 
t r i>i 1 1 istory, allowing thu t'sa to avoid 
the religious rnnrliL - 1y dial have plagued 
human history. The religion is very 
accommodating to new and variant 
belief systems, since rill they require is 
the addition ol : another Ch'Nak an to die 
ranks. Also.- because everything in the 
universe has a guiding spirit, tlu: fsa 
have few problems with the religious 
beliefs of other raizes, seeing them as 
facets of the complex pattern created by 
Ch'KoJ- While some I'sa living outside 
thu Cluster have chosen to adopt other 
religious beliefs, within die 1 su Cluster, 
nearly all t'sa follow Cl/Nrilism. Thu 
Isa ii.su see no ci inflict in hi 11 n wing 
QTNalism and another Fuligiorl hit tin 1 
same time. 

Ch'Nalism has priests of a sort, lhosn 
ftti wIllj are iVCogni^ud as purLivulurly 
in tune with the Ch'Nakau ami K'san 
Ch'Nak. They hi if known as CITS a, nr 
"guides nl IHf people," However, CITSi-i 
hire e^pucled to have careers and lives 
outside: o: HiL-ir religious duties- Them 
are im full-time pHeals of Ch'NaUsjn 
among the t'sa, rnr is hi ( "h'Sa required 
fur the practice of the t'sa religion. 
Public shrines are maintained, and 
many worshipers gather on holy days, 
but most worship takes place in the 
home at small personal and family 
shrines devoted to K'san Ch'Nak and 
the clutch's own guardian spirits. 

SPACECRAFT & 
UIEAP0N5 

The L 'sj have had hiring ships 

longer than any other race except the 
fmai. the Isa iveiu launching their ear¬ 
liest space vessels when human.?, wen 1 
still perfecting ocean vessels. However, 
trie piogjtjss ol t’sii space technology 
remained slow and steady until their 
encounter with humans and thei] 1 acqui¬ 


sition of the stardrive, so Isa ships still 
lag behind die moat stale-of-die-urt 
human vessels. 

5Y5TEM SHIPS 

The t'Hri nSe modem ship designs with 
gravity drives, but they still have hun- 
dreds of older ships with fusion plants 
powering inn nr fusion corch engines. 
J'hey are slow by modem standards, but 
the P-ii sc.- no reason tu scrap them 
while ihoy am still functional. They are 
ill the process of refit Ling older ships to 
use gravity- drives. 

Most t'sa system ships are cargo 
haulers that carry materials beLween 
planets in a system The haulers can also 
be easily filled to carry t'sa passenger in 
heozer comparLmcnLs, treating the pas¬ 
sengers themselves as cargo. IT.is elinvi 
:m Les tin: [ \i'x 'lI 111 r v x 1 1 'i isi Vc 3 i ft :-sl i pp i iiT 
systems arid rod ul us tim span - 1 needed 
for each passenger toa minimum. It also 
reduce*. die cost ul a trip aLinsss-sy.stein 
to only fifly Cononid dollars, a Though 
such a Li'Lp might lake aw long as a 
month. While die Fsa don't mind this 
n':L"th (h 1 nt' travel—interplanetary hii^ 
being i juih^ dull, after all—members of 
nthi.T n-icc-s don't care much for the t'sa 
"icecube express/ as humans often call 
it. They arc usually willing to pay the 
additional cost for a more comfortable, 
raster ship tu gut them where they're 
going. Many of die new gravity drive 
ships in the T'sa Cluster arc used to ferry 
tourists and VIPs who want In avoid 
travel in deep freeze. 

SLrEEPER SHIPS 

The L'sa also apply Lhelf cryogenic tech 
no logy to intoisteUar travel. Tsa colony 
ships cite drivespijev vessels with vast 
cargo holds to CUntuiii thousand s, even 
million- of trcc^L-r units holding t'sfi 
colonists destined for a new world. 
hvei'L with drive technology a irip tu a 
new system can take: months.. The t'sa 
can install less powerful and less costly 
drive units in their colony ships by plac¬ 
ing the colonists in suspension for the 
duration of the trip. The ship's comput¬ 
er systems anti a small crew can handle 
its operation- For long journeys, I he 
crew may also enter suspension during 
the ship's starfalls, emerging to make 
navigational adjustments acid mainte¬ 
nance checks of tin: ship's systems. 


Iha t r sa are certainty net $fry with tliclr 
flpinioit&i just ask them. Although individ¬ 
ual Ftf uiisws may vary, here is genera IJy 
What the t'sa think nt Slie other major 
rases dI the Suh-Dh-ul galaiiy: 

Print!; u Ail is talk, talk, talk, think, 

Ihimk, IhFtih. The Irani always think, hut 
they never do—at leasts not by tlioin- 
Selvefc Tile freal gave humans the tech || 
Science anil the learning hnuwledlgc ta '-■ 
travel to the stars. Ima y in e what we -1 
could have done if they'd found us 
inslfted. 31 ' 

Humans: "Luck]), lucky*lucky, that's J|| 
whnt humans are. A human slips in the | 
nsud and tames, up with gald. They were ' 
lucky with dark matteg lucky with mass- .. 
reactors, anil lucky with Bib starring If ' . 
tfou «penJ time with 3i umaits, things wi II 
never, ha dull. Trouble is, some Iriunans . 


lliink |islr luck oi^kes them hotter th an 
everyone else/ 

Mocha!us: “They know [iFanty*They 
iindersland the importance of -cienee " 
lech, hut xteifn aliiiays about tompdt- 
ers, Grid, and shadows- Ih^y m?ed to jack 
out, unplug sometimes, and explore the 
real world/ 

5€&heyaris: i: We will neirer, ever 
ever bo like the poor sesfteyans, saken 
adyeuteije of Ivy humans, treated like 
p roperty slaires. They remind us to 
always remain free independent, 
standing on our own/ 

VLf&ren: "Humans dan r t know them 
like we dn. Their think weren are just 
brutes who light, war, battle all the 
time. But weren understand many 
things: philosophy, living, and dying,Try 
talking to them sometime. Just ha care- 
- fit! to not get them ntai IF 


UNARMED COMBAT 

When U i tMuts tn weapems find firmer, 
the t'sa started off with the evolutionary 
advantages of a tough hide, claws, and 
sliarp teeth. Although I he t'sa avoid 
ainfmntalions wht-n possible, they have 
also learned to defend themselves. In 
particular, the t'sa have developed 
many different styles of unarmed oom 
bas in thv history of ihoir civilization. 
Such Comb:11 styles hi3Vt‘ \n^n further 
ivfinFd sincp hhF t's^i spi F.-id thniughmir 






























lhe galaxy and i^tvn prow: a .surprise 
to individual* S-vIkj think the- 1 t'sa are 
cowards who shy away from a fight. 

1 he various L 'sci martial arts styles 
almostall fall under the Aerobatic?■*]«■- 
■cialty skill ifcfim&ive martial arts. Timy 
rV: I y mi SWornS, t ?1 1 ic_k s r iimj swift 
motions designed hi take advantage of 
the strength of .1 larger and more pow¬ 
erful attacker and the natural speed 
and agility nf the t r sa, T he m ns t popu¬ 
lar style is .‘ihaVr&'ta, which includes 
training in Rest . 1 1 v c as well as 
Acrobatics, Many t r sa learn the Acro¬ 
batics broad skill arid have al least basic 
martial arts training. 

mEbEE: WEAPONS 
In addition to unarmed combat training, 
the t'sa si ill make use of various incite 
weapons based oil ancient designs and 
updated with modern material*. The 
lii st k the JijjT'. hi/ij,;i thin r doubio-bladed 
dagger dedgv.nd Lo slip between fhe 
scales of an opponent T*'sa traditional ly 
fight with a daiksyu lil eadi Luind. The 
dagger's light weight design, combined 
with i r sa speed r redutv* llic penalty of 
lighting with two weapons by 1 stop 


Tin- other traditional T*n melee 
Wen peni i s tl ie 7fer r < :<r sh< >rt s|i ear. 11 
k S3 meters I cm g„ topped with a thin, 
two-edged spearhead. Tlic shohlecr 
Can hr wielded in melee com bn t or 
thrown. fs'Vernl spear* sire usually i ;-ir- 
ried, traditionally in <i quiver slung 
across the back. 

ICE BUNS 

Early fsa explorers and colonists adapt¬ 
ed cryogenic technology to produce this 
unusual weapon, which uses a widely 
n va i I ah lo a mmu n 1(Io n; wa Lor. Cryogen ic 
coils Inside Lhe gun freeze water from 
i.he ammunition clip into sharp prnjea 
tilns of Super-hard ice that an; fined .it 
lhe large L using a blast of cu in pressed 
air. Ice guns am not as effective against 
hard armor: Double Lhe effects nf rigid 
armor when resisting their damage. 

Ice guns are quiet .ind easy lo use and 
reload, so long as a supply of water is 
available- Additionally, the projectiles 
melt away in an hour or two, leaving no 
evidence. This and the fact that liquids 
other than water can be included in the 
gun's ammo mix have made ice guns 
popular weapons with assassins 


throughout the Verge .ind the Stellar 
Ring. They are also ■-H11 in Lise on 
colonies in The Cluster. 

WHIP SUNS 

Whip [inns known as i'.fi'nti/k to the 
fatf, are another military application of 
t'sa technology They ore named for 
the whipemek noise they make when 
fired. Whip guns use superconductors 
to create powerful magnetic held?, 
accelerating metallic projectiles to 
great speed. With the use of I'L 7 
s li pc rco nd ljc L i ng Lech n a logy wh I p 
guns arc slim and com pad weapons. 
They have onnAidecable range and v ic 
tuallv no recoil because of the lack nf 
chemical propellants. 

BODY BRMO-R 

TTirouglmnl mo.sl of their history;, the 
t'sa neglected the development of per¬ 
sonal armor. Their own scaly hides pro¬ 
tected them from most weapons- Early 
t'sn warriors wore cured hides r but 
Taasa was too metal-poor for the pro¬ 
duction of metallic armor, which would 
have slowed theswifl fsa fighting style, 
ll wasn't until lhe development of pro- 
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juclile weapons capable of easily pgnu- 
tratLng their scales that fas gave 
tiioughi Ip more a advanced armor- Ptokh 
k'.ii: is a weave made ni alloy wire and 
heavy ballistic e(0th, worn to protect Ehe: 
torso llcll! limbs. It protects well against 
nufst impact weapons {with an armor 
value ol d4-l/d4-2/d6-3 for LI/1 EL/ 
En}. In general, the f'sa do 
nnt like wearing heavier 
armor, as it interferes 
with i heir movements 
anti only slows them 
down. "The best. defense, 
protection r aLLiLor"" the 
L'sa say, "is to be any- 
wbe rt*-. els-w where when 
Che attach gets where you 
xvere 

homgworuds 

laasa orbits the star 
Ch'Nara, n {i-Hnss main 
sequence star. Taasa Is 
larger and wwmer than 
Earth, with a thick. damp 
atmosphere that huminis 
find acrid due to traces ot 
dibftne. Despite Tank's 
Earner size, gravity is near 
Enrllvnomtal becan-e ot 
the smaLer amount of 
rnetals present in the 
planet's crust. Seasonal 
variations aiu limited due 
to the planet's smcs.ll axial 
till- The fsa have long 
s-inci: domesticated ine 
many different animal 
species on their home- 
world. [Ill; more daijgcr- 
ous predatory species 
have been wiped out. I'hc 
1'sa still use large bipedal lizards known 
as zar'each os riding animals, since the 
surface of their world Is often swampy 
and difficult lor land vehicles. Most 
traveling in done via sircars and slow- 
moving airships, 

laasa's larger moon, N'Chalak. was 
terraformed by .he L-'sa who settled it 
millennia ago- It has gone I mu being a 
dry world witli a lhiu atmosphere to n 
lush, miniature vision of laasa, 
although with more care fully engi¬ 
neered waterways- The greenery and 
settlements o f M'Chatak are v i sit=I l l I mm 
the surface of Tansa on dear nights. The 


planet's other muon, N'fthana, is a life¬ 
less rock the fso mine for useful miner¬ 
al:; and metals. 

The system' 1 s other inhabited world 
was originally known as Za'Lui - , H was 
reitamccl Ka'Taasa {"New Taarta") when 
it was settled more than a thousand 
yea i'h ago. Ka" Laasa i s s n ml ler ai id a k iter 


thrMi Taasa r but its dense atmosphere 
iilips to trap in heal and provide a com¬ 
fortable envlruiiment. The rocky terrain 
is covered by a variety ol hearty ptant- 
Lifo, and numerous cm ter lakes and deep 
tarns cover the lowlands of the planet. 
The middle elevations are home to t'sn 
cities that teem with activity. 

THE FUTURE 

Things change quickly for the t J sa, mov¬ 
ing ev lt h jw a rd the future- ' trend s come 
and go on t'.sn worlds in the blink ot an 
eve, but always their fascination with 
the unknown, and with the advance¬ 


ment or technology, remains. With the 
power of tin' staid rive in their hands, 
the fsa iiave opened a bald new chapter 
in the histoiv Lif their race, expanding to 
new worlds and new frontiers at an 
cn-erincreasing rate. 

It may be that LJa- fsa will navigate 
l he tivachernus waters • ■: interstellar 


pnliiics and take their place as a true 
power among the hiiman-dominated 
stellar nations, or ;hc t F sa may become 
i\w spark that ignite* iutci^Letlar war for 
a third, and perhaps final., time. Only 
time will decide the late of their civiliza¬ 
tion, but one thing is certain: S:.:■ long as 
die Lsa ini: involved, ii won't be boring. 

SH'rr Kerwun's jhscitinHon with tizartfs 
comt'S fmni hh bvyhowt low ofiihmr^r^ 
lih tippri'CfiUmn fot ■ the t'sii comes from 
seeing them fr? adiim. r/UTii theu mifh/are 
i'j'i :?. 1 fast!} 
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Th^ Rule§ 

Ian IMalcomson’s "Heartfi and Sword" article in this issue presents a pantheon of 
cities and their faiths for the Dark Ages campaign. Using a format similar to the one 
presented in this article, design a new deity suitable for any AD&D ' campaign! 

Your entry should include the following details; 

& The deity’s alignment, portfolio, and symbol 

The preferred alignment(s) of the deity's worshipers 
A description of the deity and his or her sphere of influence 
Statistics and special abilities for the deity’s avatar 
M Information on the deity’s clergy (dogma, day-to-day activities, holy days and 
ceremonies, priestly vestments, and adventuring garb) 

M Information on the deity's specialty priests (ability requirements, prime requisites, 
alignment, allowable weapons, armor, major and minor spell spheres, allowable 
magical items, required proficiencies, bonus proficiencies, and special powers). 

Each entry is limited to fMfr fc . Entries will be judged on originality, design, and 
ADM® game compatabillty. Ail entries must be received by liQ0mher 1, 1999, 


OnFuimhlhg entry will be selected. The winner will receive 
a $100 prize package of new TSR products! 
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enfion 
Calendar 


Knight Games 

October 52-24 NY 

tkzrkelev-Car.n>IISchool IJraokLyn, NY. 
Contact: KiiighLCaiiries, FO. Box 3011, 
Eruridyn, TvY 112QK3U41. 

Emai h kni yl ifcga mes@aol.oom 


Convention Calendar TWk ins 


September 

ShoreCon '9 1 ' 

September 9—12 NJ 

Hi I ton Hi.>Ld, Cherry 3 Jill, NT. 

Websitc:: g£ mccarkventioiLCom / shiirecon 

QCA-CON 

September 1 fl-12 11 - 

Mark of the Quad Cities, MoLine, IL. 
Contact: Thi: Dm go ns Sanctum, 

3213 23rd Avi.:_, Moline, IL61265. 

Capital Con XV' 

5>eptemberlS--‘l ( ) IL 

Prairie Capitol Convention Center, 
Springfield, IL. 

Contact: Capitol Con, 942 Sotalli Firsst 
Street,Springfield, LI ,62704. 

CogCon 7 

September 26-28 NM 

University Center-East, Rol la, M(). 
iion tact: CogCon, P.O. Box 1939 r 
Pop MO 65402. 

Website: www,rolta.net,oig/ -l lh^ l ni 


(Yin*StdJafen XVlTf: Lupus 

October 29-31 AL 

AirportIberaficin r Hu n l.sv i 1 lc„ AL„ 

Email: oonstell®trav«-l I rr.a >m 

November 
Camfijp? nti thu Mountain 

N o vember 5-7 VT 

Ascutney Mountain Report, 

Ascutney V I. 

Contact: Carnage on theMuurifeiin, 

64 Couniy Rtrad-Hartland, 

Windsor, VT 05089, 

Website: mem bere.aol .com / 
camagtbcon/ index.btm 
Email; cannti^cx;u^Aiol.eaiii 

R j nh:crm 15 

November 13—15 IN 

Grand Wayne Convention Center, 

Fori WaynoJN. 

CncitacL: PcntoCMV P-O- box 10427, 

Fort Wayne, I \ r 46056. 

Website; www2v hvi .com / ~d h L / 
pentacon 

Email: dhl^hvi.anu 


This M^imnia a sanies Id our neaders-ViDfldrtiiSe Aryans 
nayp^oe n Irae lining kj u game oanvcnCcui here. yj\ 

It in inKncAinn q.idRlhes mi^rhe cb=3r l . , &d. 

ti 5 #nsuna ifiatsl eenyitllfii l^hnos conhdn atojELe 
:,: i:! Ninety inli:i n n: on, ell malarial shard to lyatJ do j- 
b’B'Spawclorprinred lenity on glardard mEHJEcrpi 
flaps*. Tfifc cortfcfllS cJ a^cti kshrg musLtH snertand 
s.Ktfrd 

The inlcnraScngwERinna liiong Trust irduda lha 
foliQtaing, n Ihis order. 

1 CanyantiDn i.ie and dates, he d 
Z £!|eanc lociG-on 

Ij. AtKJrcry/t-sJ v.tieraaridiinria 1 mtJrmalkin and ::r 
lirmahi'sntfli'.bn obirilnad. 

C£ii : vui‘tiO'i liters, nefaalsitejs, and dher TrEss-malad 
am^noem&lls wM n&M KmFjderod lr.r usa minis cU- 
w srsder l(?s4C a m-iv latter vjitti Ihe annoj-ins- 
irc il Lii will. Ho col n lylirgaaieacoeFtod. 

Warning; We it-i.-nsl r: spins, He nr incogs a r r s 
malbn ^r-: h; uS Uy CWWilbn 9 fed tronLety. Pease 
ch»:-:+: y^ur corbCrfiQfl liEng carUuly! AocurarE=irfwri\i 
imo'tox respaivtlrty. 

i&idlftos Inc firs: Monday o' sari murll 
kw iiiUv- iSfli !■■ Im me on salednloef an i£rSU3.“huE, iho 
CtfkTneJQ! "i$ L^serrher sslo is Ihe - . si Monday 
rj EupMibfif AnrsunceTOnis frail detentions mustb* 
rmioJ io tki:vunli : Ji i u. r DWO ,! iVOc.w.iV, I Hl':-1 Lrd 
Avarua S.W. Pe^nn. WA, W05E U.S.A. 

H a cLfT-m.L -11 sli'iy H «■■■! hi idmiigan tesausc Iha 
coT^ilnn has Seen candied. Ihecnins h^trchangEd 
o-ircoTocI inldrm^m Has Ffrdeil, pJeaaeoanlKd 
us nnPLdialulv. Ui-l -:|sin!vli^rs: cf rnargei ibeuld to 
d'ftcted lo?ic itajjaafne ^niinr.s m i'a2&) 

USA.',, 

Importnnk lad^s nnl puUish nh-e 

nuninerfl lor wmwnllflf^. fie ct-ta n lhat a-iy uul uss «vh.i 
ierdas i=. con plate urd^rtaH 

Tj ensuro Ihu.t^THirco'Tvtinlkin li-, r ir.gmHkfls : rGo zl~ 
Rks, =>rdnsF a ser-Eddras^J 5l3i‘ ;>id |:o=Il;=:tI v:'ri 
yrn.. 1 liratcomeilkin oaiice: wil iClum Hie o.vr? to Eiithv 
lliai il v.as record V : :u 1 -^: ■ ^ ro:^ 

1 T 1 F; wank niter mai'irq iln; firt:. T-ln! Viir lf.hngaa early 
as pasi-bit, anc aihvayj. ki. j unkiirnnsol arr* changas. 
Pltiseedn nol HndoonranlkJn rolfctt tyia*. as Ihs 
melhod haE rol pro'.o i Wkyft 

v Aualralian ^orivor!tii.in 
■:j: Cana^ ; =in cc-wun'.iuii 
* r.;ropean cpnvenL : on 
l! ! fir ne cc-rjontion 


ooa -jho :^nnit>s isneamv 


limciLj: cogconMrol Hnet.t sr;.- 

October 

Aiciuxi 23 

Och>bLTl-3 IF 

Gil te way Cuei vm L ion C !en Ler, 
Collinsville, LL-. 

CojiLlIl I: A rd'ii:ni23 1 P.O. Uox $387, 

St. [.i>uLs,M0 63l32-KW. 

VVebsiLe; www.stlf.Ofg /ardirai/23 / 
Email: arct i-: >n©Htl f.-. >rg 

Fitvl Loniiu 16 

October d-iO W1 

Be-: l Western Mi-: I way, M i 6 wau kec, WI. 
Websibe; menibera.ao! .00m / arimmr / 
page/index.htm 
3 ■ 1 tiLii L: kdiigl'i LpC^execpc.cnm 



"It's not that we don't respect your skills. We just can't follow 
anyone who looks so much likeYanni." 


Ry Jqo Pillsbury 
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"Cool it, Pop. It’s just my new navel piercing." 

10 * - S fcl 1 I L.V l"ir R 1999 




■d\l£ tkiMiriTno of ft very £0tnillO3l eelptis-Llt ir tkc 
MAJVJ JA/,™toino. Switch r_fi L- ("arsi tixQ Jetties'=" and g.fit ft muL'k hi^gotr 
EELLinhtrrfiroTTt che Sa&aii? tmnr, Wlnt ire thfi tWu- niLKUtcrrV 
---*- 

Vou ^iiiU ihz- solution to It.ig M DiASTon page $2 


By Petor Degado 
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SITH PARK 
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The Utfspe?fc?bie o?f by John Kovalic 


ON MY to>„. 

WILED GW-WN ! 


Hm 

*sm 



. FB hunting I lmnsit,. the dmgpn lady oj 

t li-:* iirii.irrw-nrtd., Reforo jftid: bn: M thiLir:-. Inbrlrd 1 

through 64. Tzrtniiil vittiLi Iwhind emu? uf the duar?, 
and instantaneous and ssr leviable death lies beyond 
die □ihcr 63- \nu know lliLi: onoti of Tim nut :■ fivu 
iihromatje dragon heads hates sometlun^ different: 

T T he rt'd r.rngmi ln^id Iwlf^ odd. uj-ifiiber- ? ike 
perron driL^nn hmd. niiEc*?. die number 5/; sf" riuE, 
die red dra^bii head hflfes even numbers. 

2 [ lie bWb d^gon hpRid tirstiHi nnrnbin canlnlnlnig 

Iwn differed! if L2ie blue drufjem head 

die n ii mlier S\. if ikiL the blade dragon head hote^ 
numbers containing two of che same digit, 

3 E he yrem dragon bend hntr-» prime rLESiidwni if 

ih c idiile dru^L'ji head Ji£l#b the uLLtfiLet 45; if nGL H 
the drfi^on IrnarJ only li^os prime numbers. 

4 I he vvhiW dragon hriid hiites number; divli-thle 
hy if I In- SiLiil-Il JnL^im heud hiile- die aiLiml Wt 
24; i| nut, Llie wIl!L edragon head hates numberf 
evenly divisible by 3, 

5 I he hiihi dragon hnod. hsitt* perfect sqyjLncs if the 
rod driven fiend Julies the number IS-; if nut, L2ie 
ldeie diagem head hate? perfect cubes. 

C-^in ynii figure’ ouL .Vhich duur Llif Queen tif the 
Or.igun* wO^M Siehlrsd? 



DMA■. ■ :N 63 ■ 10 5 




















































































BY JOLLY R. BLACKBURN 
STORY SUBMITTER BY SAM HALDANE 


Unights of the Hinner Qable 






A FEW SECONDS IATER... 


CATER IN SPACE. 


RELAX SARA. THE KID KNOWS WHAT 
HE'S DOING. ACCORDING TO HACK AND 
BURN, ISSUE 7 HE SHOULD BE ABLE TO 
SUMP THEM UP TO A DECENT RANGE 
BY SWAPPING OUT CAPACITORS 
WITH THE MAIN SENSOR. 


BUT WON'T THAT BUND US? 


WHAT'S YOUR 

POINT? I IT''S A TRADE OFF. 


WHOAH/ HOLD ON, GUYS. DUE TO THE 
NATURE OF THIS ADVENTURE, I'M LIMITING 
YOU TO FOUR SPECIFIC TEMPLATES. 


THREE ARE INFILTRATION 
SPECIALISTS - A 
COMMANDER, AN ENGINEER, 
AND A SCOUT. THE 
FOURTH IS THE PILOT OF A 
COVERT TRANSPORT 
VESSEL DISGUISED AS A 
CIVILIAN CARGO SHIP. 


OKAY, I'M RIPPING OUT THOSE WUSS MARK V BLASTER BELLY-GUNS AND MOVING IN 
THOSE RAPID FIRE ANTI-METEOR PULVERIZERS FROM THE CARGO HOLD. IF I CAN 
BRING THEM ON-LINE WITH THE TACTICAL FIRING ARRAY THOSE BABIES WILL KICK ASS. 

I 


THIS BLOWS BIG TIME! WHY DO ZHAVE TO BE THE STUPID 
ENGINEER? I DON'T WANNA PLAY SOME TECHNO-DWEEB. 


THAT'S A MAJOR JOB, DAVE. YOU'LL 
HAVE TO TAKE ALL THE SHIP'S WEAPONS 
OFFLINE WHILE YOU MAKE THE CHANGES, 


BUT PAVE THOSE ANTI-METEOR 
GUNS ONLY HAVE A THIRD OF THE 
RANGE OF THOSE MARK V'S. 


OKAY, TONIGHT WE'RE PLAYING A ONE-SHOT GAME OF SPACEHACK. I BOUGHT 
MODULE SH-S "PIERCE THE PURPLE VEIL" IT ROCKS. TO SAVE TIME, WE'LL BE USING THE 
MILITARY PERSONNEL CHARACTER TEMPLATES FROM THE SPACE MILITIA SUPPLEMENT 


I'VE ALREADY MADE COPIES OF THE TEMPLATES TO 
GET YOU STARTED. YOU DECIDE WHO GETS WHAT. I'LL 
GIVE YOU TWENTY MINUTES TO FLESH OUT YOUR 
CHARACTERS. THEN WE CAN START THE ACTION. 


YOU ALWAYS GET TO BE IN CHARGE. I'M TIRED OF TAKING ORDERS 
FROM YOUR CHARACTERS. C'MON, BOB. LET ME BE COMMANDER. 


ACTUALLY, DAVE, THE 
ENGINEER IS A CRUCIAL 
CHARACTER IN THE ADVENTURE. 


MY GUY 
ROCKS/ 


WOW, LOOK AT 
THESE SKILLS/ 


I DON'T KNOW WHAT YOU'RE COMPLAINING ABOUT, DAVE. 
DON'T YOU KNOW ENGINEERS CONTROL THE WEAPON 
ARRAYS ON THE SHIP? ACCORDING TO THE SPACEMILITIA 
SUPPLEMENT, YOU CAN TINKER WITH THE WEAPONS AND 
POSSIBLY GIVE THEM EXTRA DAMAGE. 

AWESOME! EXTRA DAMAGE? REALLY? 

UH HUH. 


MODULE SH-5? 
THAT GOT A FIVE 
PIP RATING IN 
HACKJOURNAL 
LAST MONTH. 


NO FAIR''/WANTED 
THE COMMANDER. 


SORRY, DUPE. 


I WANNA BE A GAGWALLER 
BOUNTY HUNTER. YOU GOT 
A TEMPLATE FOR THAT? 


I CALL DIBS ON 
THE COMMANDER. 


HAND ME 
THE SCOUT! 


KEWL/ I'VE BEEN 
CHOMPING AT THE BIT 
TO PLAY A HEAVY 
ASSAULT MARINE. 


I GUESS I'LL TAKE 
THE PILOT IF NOBODY 
ELSE WANTS IT. 


10© ■ SEPTEMBER 1999 




















SORRY SARA, we JUST PON'T WAVS THE 
GRID-MOTH TO SPARf FOR SENSORS. 
ON THE PIUS SIPE, WHO NEEDS THEM? 
WITH OUR FIREPOWER, WE CAN VAPORIZE 
ANYTHING WE STUMBLE ACROSS. 


LATER 


STfU 


HMMM, THIS ISA PERPLEXING PROBLEM. THOSE ENGINE MODIFICATIONS 
BUMPEP UP OUR JUMP CAPABILITY ST A FACTOR OF THREE, 3UT FUEL 
CONSUMPTION IS THROUGH THE ROOF. PERHAPS IF WE PURGED THE CARGO HOLP 
ANP SEALEP IT WE COULP CONVERT IT INTO AN APPITIONAL HYDROGEN TANK. 


I LIKE THE WAY YOU 
THINK. I'M ON IT, DUPE. 


PURGE THE ...?/ WHAT THE 
HELL ARE YOU GUYS POING? 


I'LL HELP YOU 


W£E BIT EATER 


AN HOUR EATER.. 


DAMN! WE STILL 
MORS POWER TO GET 
THOSE TWIN RAIL GUNS 
UP ANP RUNNING- MAYBE 
IF WE SHUT OOWN THE 

gra vrry- gbnbra tors 

IT WOULP FREE UP JUST 
ENOUGH JUICE TO PO 
THE TRICK. 


ONE RANPOM ENCOUNTER EATER.. 


SORRY, GUYS. LOOKS LIKE THE SPURGIAN DESTROYER 15 
MAKING A WIDE TURN ANP IS CIRCLING SACK TO MAKE 
ANOTHER STRAFING RUN ON YOU. ALL SHIP SYSTEMS ARE 
FRIED - YOUR TUMBLING SHIP IS BASICALLY A DEAD HULK. 
TOO BAP YOU PIP AWAY WITH THE LIFE PODS TO MAKE ROOM 
FOR THOSE TORPEDO BAYS. YOU MIGHT HAVE BEEN ABLE TO 
JETTISON YOURSELF FAR ENOUGH AWAY TO CLEAR THE 
BLAST ZONE OF THE IMMINENT EXLOS/ON. 


I'M ALMOST GLAP TO 
SEE THE CM GIRL PIE! 
AFTER WHAT YOU GUYS 
PUT HER THROUGH 
SOMEBODY HAP TO PUT 
HER OUT OF HER MISERY. 


TOO BAP THAT DESTROYER STUMBLEP 
UPON US BEFORE WE COULP FINISH 
RIPPING OUT THOSE WIRING TRUNKS 
IN REF/GERAT/ON. JUST FOUR MORE 
TURNS ANP I WOULP HAVE SQUEEZE? 
A FEW MORE SHIELDING POINTS OUT 
OF THOSE GENERATORS. 


PON'T FORGET THAT 
EXTRA FOUR INCHES 
OF PLATING/ 


I KNEW WE SHOULP'VE 
BY-PASSEP THOSE RELAYS/ 


YOU WERE RIGHT, 
BRIAN. BEING THE 
ENGINEER ROCKS/ 


HMMRRFF, FOUR MORE 
TURNS, ANP PAVE ANP YOU 
WOULP HAVE BEEN TOSSEP 
OUT THE AIRLOCK! 


Knights of (ho Dinner Table 1 © kenzcrCo 1999 ■ Internet: http://members.aQl.com/relkin/kenzerco,htm] 


Send stnry ideas to jotlyrb@aol.com or KODT. 1003 Monroe Pike. Marion. IN 46953 
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Previews 


powerful beings 
devoted go the 
destruction of evil 
DMs can learn the 
true secrets n I" Lhe 
Upper PjaruiHJi id 
o;eaLc challenging 
ndventmvs lor hi^h- 
powered ln.Ti.K's. This %-rage be Kit: 
details thepolities of the celestials, 
describes key sites in rhe Upper J Tones, 
and providecountltsa new adventure 
honks suitable For any A DM > campaign 
$1S,95ffi27.0$CAN 



SEPTEMBER 



Council of Wyrms 

An ADiStD 1- Accessory 
By Bill Sbvicsek 
'this re vi&ed and 
expanded edi dun 
efc out: of the 
AD& I } game's 
hottest selling 
products, Cujfficri' 

Of Wmns takes the 

AD&rDgame in bin 
entirely new direction. St includes rules 
for playing dragons; new character 
[y pcs like kind red, ha] fa I ragons, and 
dragon slayers; campaign background 
material; find a setters of adventures 
designed to U*ajJenge evert thegreiatf^t 
of dragons! 

$26.9E5/S3M5CAN 
TSR11383 
ISBN 


The Wyrmskull Throne 



A IkJKCtvnTN REAlpHS* Adventure 
By Steven E. Schend 
and Thomas Mr Reid 
This e^dting 
nd venture 
rev[>fvos around 
the ancient 
arti fetch the 
Wynnskull 
Throne, T his 
L-pk employs 
Lhe undenva ter 
adventuring rules loiiaiJ in 77v Soft of 
I'atk'n Sfa.rsi For diameter levels 4-7. 


612,95/S 18,95 CAN 
TSR 11405 
ISBN 0-7j)£9-l 4(15-^ 


The Siege of Mt. Nevermind 

The Chaos War Series 
A DuACUNLANOr Nnvtl 
By Fergus Ryan 
When Lhe Dark Knights 
lay siegL-iu Mt. Never¬ 
mind, they do not reckon 
with an assortment of 
well-inLui i L it >i it :d I ion 
a brilliant (well, not tfm! 
brilliant) gn<.srnv inven- 
Ltir. ami the indomitable 
gnome spirit. 

S5,9W$7,95 CAN 
TSR 2T3B1 
ISBN 07&69-J3B1-9 

The Spine OF the World 

A Forgottta ft halms Navel 
By R.A. Salvatore 
Now Yurft j best- 
selling author R.A. 

Salvatore contii-aas 
tiie tale of t he fall of 
the once mighty bar¬ 
barian Wulfgan 
Featuring the popu¬ 
lar journal entries of 
dark elf IMftzt 
Dn 'L rcU'n r 'I'he Spine of lhe World is an 
epic story of adventure and 
redemption. 

S2MW531,95CAN 
TSR 214IS 
ISBN 0-73G9-141S-1 

Warriors of Heaven 

An AD&D Accessory 
By Christopher Perkins 
Nothing makes a demon cringe mom 
than the flicker of a cSeva s sword, the 
gin re of an ami ion, or the wrath of a 
guait]tub’ll. 1 ’layers ran now create 




TSR113&1 
ISBN (J-7B6EM3G1 -4 

Incident at Exile 

By Wi I Ei am W. Con n ors 
An Ai TkRMTV" Fast-Play Accessory 
I on king to take family and friends into 
the hi hire of rolcpt ayii ig? This ini rt id uc- 
rion shows Gamemasteis the basics of 
refereeing the AlIERNJ I Y game. Plbiytrs 
can explore Lhe system known ,i:-; Fm i1 1 • io 
uncover Lhe truthabouL wilt's happen¬ 
ing at dlis deep span; mining outpost- — 
and enter the brave new world of lhe 
premiere seinr ia ■ t id ion game. 

S4-95/56-95 CAN 
TSR 11514 
ISBN 0r7B69-l 514-5 

OCTOBER 

Forgotten Realms 

Interactive Atlas 

An AD&D Flectronic Media Utility 
Programming by Pro Fantasy Ltd. 

This CD-ROM 
features a com- 
pi etc interactive 
atlas of the entire 
planet of Aboir- 
Ttsri]! All over¬ 
land r city, and 
dungeon maps 
of Lhe Realms, 
including mops never before pub¬ 
lished, are available to view and prim. 
AI L Ella ps a re f u 11 v o impfl i iblc w i L h 
and editable in the AD&D Con- Rule* 
CD-KUA-1 2 .Wand Qtfrfpdigtf 
CflrlQgmphey 2. 

Price TBD 
TSR 11451 
ISBN 0-786M451-3 



IQS - SEE FT' .V-FlFR lO'.l 1 .' 













Priest's Spell Compendium, 
Volume 2 

Ait AD&D Accessory 1 
r.diled by | nn Pickens 
I lu: monumental l£tsk 
of collecting every 
offk'iiii pnc^L $pt:l1 toe 
hltir 1 AD&D gans: mo- 
rim ies wilh the second 
volumenf the Pri^i's 
Sp - Cfirw^JFjrfiJirrr. All 
spoils have been up¬ 
dated so that pla yers and DMsom use 
them in any ADficD game. This is the 
official reference bonk and definitive 
so Lira": for priest spells. 

$2495/136.95 CAN 

TSR11421 

ISBN 0-7BG9-1421-1 

Carnival 

A li.wi-Ni.nrr' Accessory 

By John Mangrum and Sieve Miller 

The mysterious* Carnival rolls into Lawn, 
where it astounds, entertains, andocca¬ 
sional I y ivpu Iscs before d isappea ring 
again. The Carnival 
ca n appear in any 
AD&D campaign, 
and it includes the 
freakish inhabitants 
nt the traveling 
show, adventure 
hooks, and mlesfor 
hurting PCs into ter id y mg freaks should 
they linger too long among die tents and 
wagons. 

$13.95/$2ft95 CAN 

TSR11382 

ISBN 0-7869-1382-7 

Alternity Adventure Game 

By Bill Slavicssek, William W. 

Connors,and Sean Reynolds 
Open an entire galaxy of gaming with 
the AurnMlTL- seifin'e I id iongame, this 
sot welcomes new plovers to an exciting 
science fiction universe 1 w hen: they eon- 
Lrol the action! Each game comes com¬ 
plete with every¬ 
thin* needed lo 
play including on 
adventure book 
full of exciting 
scenarios, pregen 
crated heroes, and 
dice to keep the 
action moving. 


Use tills boxed set ;isnn entry poi 1 11 into 
the whole l.i mi I y of A i 11 :kmi i y pr< >d ud-s, 
nr continue with the 3 AIJHKNITY Fast-PliLy 
adventure, Imdcirt i?- h I'xik 
5*99/^99 CAN 
TSR 1151U 
ISBN 0-7869-1510-2 

Murder in Tarsis 

A DraggnlaNCE Novel 
By Jolui Maddox lioberls 
Who killed Ambassador Blaodarrcw? 
Hint: is running oul fur an unlikely Lrio 
ot dekvtivL^. The1 it :nc k:s know that fail 
ing In s>lve the mystery means . 

Thi> tangled pin I 

lj 11 fold s in Tarsis, tl n: 
once beautiful seaport 
city now landlocked 
by the devastating 
Cataclysm. 

$5,99/57.95 CAN 
TSR 21587 
ISBN 1^78694587-0 

White Piume Mountain 

A C l RE:V! IAWK ' Novel 
By Paul Kidd 

A hero, a pixie, and a 
sentient hellhound 
pelt with an obses¬ 
sive case of pyroma- 
nia baffle the agedife- 
nf tiieevil lu/.. 

$5.99/317,95 CAN 
TSR2I424 
ISBN U-7869-X424-6 

Under Fallen Stars 

The Threat From the Sea r Book 11 
A FGftGoi-E iiN Realms Novel 
By Mel Odom 

As the undcrsoa forces threatening 
I'aerun gut her strength, 
the I ii.tlk:s i.:I R g TTrfc 
prepare their cqtinior- 
sitback. 

$5^$7.^!3 CAN 
TSR 21373 
ISBN 0-7869-1378-9 

Diablo Ji 

Adventure Game 

A D&zD Introductory Game 
By Jeff Grubb, Bill Slnvicsck, and 
ThomasM. Reid 

'or^^fi'vrr i jio: lS- OraChns* Diablo li 
Aibi-irtwv Gnn?i m is t3u L perfa t bridge: 








Coming 

Attractions 



Cmr hi Bmn 


Harrowed Heroes 

by Td Bonny 

if that which duusn't kilt you makes 
VOU stronger; imagine whul lire 
Demiplane of Dread dws to Lis sur¬ 
vivors Skill* & Points for dark Ix-rucs 
from any campaign. 

Dungeon Mastery; 

Heroic Horror 

by Lester Smith 

Too much of any good thing is stilt 
ton rmidi r so mix your honor wilh a 
1 LL-al iliy dose of heroism and a dash 
nf bunion 

Legacy of the Dragon 

by Sean Reynolds 

From folktales id the siets, vampires 
infest the darkest sderttfg fiction cam¬ 
paigns. New rules for vampires in 
your Dark ■ MA r i hR or St* R- + Dr ivi-; 1 
campaign. 

Shademehr and 
the Old Wives’ Tale 

by MargareE Wcls Hz Don Renin 
AJisc ond ShaJenieJir must determine 
the truth about a legendary creature 
before they become its next victim. 
New fiction based on the fantasy 
world of artist La ny Elmore. 

$4.95 U.SJ$6,5fl CAN 
TSR Product No. 052264 
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Cover by Dimitri Pattis 


MerEylmarte's Road 

by Jason Iconic & Craig Zips? 

Escort a Lrad-u: caravan ;iltosh Ihe icy 
wastes of Northern Kaloria. An 
AD&D V adventure for levels 5—7. 

The House on the Edge 
oF Midnight 

by Raymond E. Dyer 
Trapp^i on rin island of perpetual 
night, your only hope is to end a 
I ingeri iig f, uni2v c urse. An AD&D 
RavI'X’i i iki ,: adventure for levels W). 

Earth Tones 

by Craig Shackleton 
The citizens of Blue Rock shudder as 
v i ^0 L.Tc-n hires erup t from the earth. An 
AD&D adventure for levels 7 9. 

A Day at the Market 

by Kevin Carler 

Woiidjous magicspills into the streets 
of Ri verspire. An AD&D Sid*. ■ Tit :k 
adventure for levels 2-4. 

Crusader 

by Ptfcer Lloyd-Lee 
A rmownE’d pdaclin needs your help 
to retrieve Iris htily h word. An AD&D 
advc-cltlirt: for levels 3-6. 

SMSU/UJ&SOCAN. 

TSR Prodtkcl No, S2U76 


lit) - SI- l J I I DOO 


between computer and paper-based 
RPCs. Using the a ward-winning D&zD' 
rales and the best-selling DiMo it set¬ 
ting, this boxed set contains every tiling 
needed to start roleplaying. IL features a 
ratebook, a book of quests, monster 
from die world of DwjWo if, five ready to 
play hemes iVom the computer game, 
dice, and LjUesE: tilLi.su you can built I 
each adventure os. you play. 
$19,99/529.99 CAN 
TSR 11.548 
ISBN 0-7EGM548-X 


NOVEMBER 


Torment 

A PlanESCS PE" Novel 
By Kay and Valerie Vallese 
An action-packed noveiizahon of the 
computer game from Interplay. A hero 
stricken with amnesia wanders through 
the planes in search of his identity bat- 
fling strange demons and Ireacherotis 
companions. 

[he I iANi-sCAME set¬ 
ting is im innovative 
can^paign world played 
by many finis of the 
ALJ&D game. 

'IhuTpmumt computer 
game follnwH on the 
slums* ol 1 he besL- 
sLilliny ButduTF Gate 
L tiTn pu her gn me r n I so from I n terplay. 
S5,99/¥7 + 9SCAN 
TSR 21527 
ISBN 0-7669-1527-7 



The Temptation of Elminster 

A Forgotten: Realms Novel 
Ry Ed Greenwood 
A paperback repri n t 
of the third in 
Fd Greenwood's 
chronicles of the life 
and adventures of 
LUminsler, the most 
famous wizard in the 
FOKjGDl'lljsiRlLAJAS 
selling, 

j5.99jfS7.95 CAN 
TSR 21427 
]SBNC^7569-1427-U 



The Annotated Dragqnlance 
C hronicles 

A DkAGOnlaUCC Novel Culleriion, 

By Manure L Weis and Truey Hickman 
Tilt beginning ot 
thccpicstury that 
iiu.s wtm the hearts 
itf more than [fi 
million readera 
World wide- Now 
’\‘T;irgnrpt Weis 
and Tracy I Ikk- 
nw n Md mites, 
cum men Larv. and 
original source 
material to 
Dtiigcm of Autumn 'Lmti$ht f Drn^owsof 
Winter Nigh!, and Dragons of Spring 
Dawning, and they offer observe Lions on 
the flflcen-year phenomenon Huit is l lie 

UiiAUSJNr . , i.\ri :4Ligj3. 

’ 1 h is ed i Lion n I the t !h on iteles 1 ri logy 
contains? new mntyriiil never before 
published. 

$34,99^5000 CAN 

TSR 21526 
ISBN 0-7869-1526-9 



Dark-Matter 


mg 

< i 


An AlternttvC ampaign Setting 

By WnE fga n g R.i lb r wi tli \1nrrte Cook 

In tliv modem day; i 
not everything kas 
it appears. Paranor¬ 
mal occurrences 
and occult activi¬ 
ties are becoming 
commonplace. 

These events a re 

quickly hidden _ 

from public view 

by various world governments and 
other oi^ii ni nations who have no under¬ 
standing iif their significance, [ .teiorways 
to other worlds are opening, and iFs up 
to Ihe heroes of Ihe Hoffmann Institute 


todetenninu lrkiu.1 Imrn for, gcwitl I mm 
evil r and ci>nspir*icy from happenstemce. 

\ 'h: Dmu^Matier Campaign Setting 
expand!s tSiu Al l l -m \n v game by 
introducing a ncar-fulurc world full of 
the paranormal and Uie oocuit, laced 
with ccmspirades that threaten the 
entire world. 

$29.95/54195 CAN 


TSR 11433 
ISBN 0-7869-1433-5 























Mind walking: 

A Guide to Psionics 

An Aetkkniit Accessory 
Bv JO YVi k l r 

This comprehensive guide expands 
upon the psionies Tull's from Lhc 
ALTliEr-sJ JY Piit V:T> J fieri/fkjihC adding new 
skiEls and powers, providingguidelines 
for incorporating psion¬ 
ics into different science 
fiction genres, and pro¬ 
viding integrated mate¬ 
ria] for IheS'JAk^DmvL 
and J J amk * &4a L'ti-Jk 1 " 
campaign settings. 

SIS^S/MT.^SCAN 
T5K113S4 
ISBN 0/7569-1384-3 

Return to White Plume 
Mountain 

A GREYHAWK Ad venture 
By Bruce R. Cordell 
Fur venturi**, Whitt; Hume Mountain 
has risen above the Rift Canyon, daring 
anybody foulii-h nr brave enough to 
enter ib depths in search of trees u re. 
Now it's your turn. Revisit the classic 
Grhvhawk adventure White Plume. 
Maimluin in this Stiver Anniversary 
edition of the 
AD&D classic. The 
smoking mountain 
lair of the sinister 
areh mage Kcraptls 
holds, the secrete to 
thru: powerful 
magic weapoiti... 
and pL:rlLii p.s a hit mmt:E 
S12.9FLWB.95CAN 
TSR 11434 
I SBN n-7gfft*1 434-3 




Guide to Hell 

An AD&D Accessory 
Ry Chris Prjim.iH 

Go to Hell—so to speak—in this exciting 
new release from TSR. TI?r Guiite to i 1 /f:/i 


provides a wealth of information to 
Dungeon Masters who want to set an 
adventure or an entire 
campaign in die Nine 
Hells. This ground- 
breaking accessory 
con tains infnrmn Lion 
on the layers of I I al t 
{including the hereto¬ 
fore secret ninth layer), 



TSR NEWS 


Contest Vinners Unearthed 

We finely have the resuite of the 
'"'Beastly Ri&eardV* contest- With more 
than two hundred entries it was our 
most popular and successful content 
to date. 

Many entries focused nn animal 
and monster hybrids^ and dragon 
variants were also popular. Thanks to 
everyone who sent in ,in entry — they 
were fill veryrer, imaginative. E^ept 
the ones il vi L weren't. But let's not 
dwell On the past. 

Once again, you've all made the 
task of picking a winner extremely 
difficult, but after several passes 
through the huge stack of entries, we 
threw them, off the too f nf the Wizards 
of the Coast o Bices and picked flic 

Warriors of the Vet 

In September, TSR released its first 
Web enhanced ADflrD game prod¬ 
uct, Warriors of Heaven. "We 
wanted to give Ians more chan their 
money's worth/' explains designer 
Chris Perkins, "and 1. wanted to 
design an adventure specifically for 
celL^ha] PCs, lq show DMs how it 
could be done," The web adventure 
is titled "Devil's Deal/' and most of 
the action Urkreplacvin. n hiring nn 


ones that made it to the mumi ptmL 
The winner for best AD&D ga'mW 
creature, is Richard K. Sanders of 
Hartwel^GA. Resent in a fantasticalLy 
frigmening entry 7 dubbed Lbe 
visceraith. 

Tlie prize for a Sag a creature goes to 
I eon Chang, of San Diego, CA. Hte 
shadow draining umbrage realty took 
unr breath away, 

1 .L'on z\m took Honorable Mention 
honors for hte AtAtD entry, the soul 
ma.sk, along with Title >r i Du lining of 
Atlanta, GA fur Ills (A ah. Congratuta- 
t i.or5 to a Pour wi n nors. 

Keep checking the page* of Dragon 
M arine for a "Dragon^ Bestiary" 
featuring ni it trip A DA D entries. 

Phi ege thus, the fourth layer nf Baa 
L-j] 1 , where ''the characters nave to 
outsmart a fiend on Ms own turf/' 
The Web site also presents a new 
( vIl^LlllI PC race. The quesar were 
ere a lures created by the aasimon as 
servants,, but they rebelled. Chris 
say 'TlieyTe ideal as player charac¬ 
ters they have a lot of freedom, 
they/re weird., and 1 hey're tough] 
FanS can download two free 
articles from www.wizards.com. 


statistics foe its rulers and notable fig¬ 
ures, infernal spells, powerful magical 
it^ms, and now di^vil-slayer kits for those 
players who have ever dreamed of tak¬ 
ing 1 Ik :i f c I ltirat lers m id ^Ll ?rmlng Lhe 
i if tl lis d La Ik >1it rea I m 
(lMaf$2(k95 CAN 
TSR 11431 
TSBN 0-7869-1431-9 

Drizzt Do'Urden’s 
Guide to the Underdark 

A Forgotten Reaf.ms Accessory 
By trie L Boyd 

It's a while since the fa mm is d now 
ranger ventured into Iris native UeuJlt- 
dnrk, but he hasn't forgotten that lie has 
many cirvmits there, and chances ;ire 
tliny haven't forgotten about him either. 


I Efijtue, IDriz/t has called 
upon various triends to 
brliig him reports OOrt- 
ceming the drow r duer- 
gar, iifsihid, derrn, 
abolcth, kuo-toa, 
svirfnebliri, and 
dwarves as well ns the eitips. nf the 
Undordark where they dwell. While- he's 
aL it, Drizzt will include his notes on the 
tricks of survival In lhe Underdark, mak¬ 
ing it i is p rod net an excellent guide for 
adventurers who wish to take their cam¬ 
paigns into ** the night below." 
£19.95/$29.95 CAN 
TSR 11509 
ISBN 0-7869-1509-9 

A 1 ! 1 m'riin:-A-I lt: AW SI ibjttt Jo dMftfifmtiwv} wiki'. 
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Bill SFatricsek, Director of 
Redisplaying Game Design 


fi'-r Wt y ard s of the Cexist, 
has excifuig piling Lor the i attire, 


by Stephen Kjenson 

Bill SlayEfsek'H resume t- i j u'! l 1 ■-; like 5 :* 
history uf i.o]eplayjug games. One of the 
i nd l i bl i y V n k^L edd? m Led designers 
blavicwk -i,v: worked on games ranging 
from Slw Wri/s and Tcu^ (from West End 
Games), LO the ALrERNJPt ‘ Science 
I■ ic I ion Kolop nying Camo and the new 
Dudgeons A Dragonl-' Adventure 
Game, lie won the Origins Award tor 
Best Eolep laying Caine Supplement in 
198$ ( for The Slur l-Varj Sri. n edfook) and 
again inr ixsL l\iduj.:IiiyingGaniaAdven- 
ture in 199n {h\r Cimitcil of LVi/r.v. 1 :-:, 
rv released 11'is rnuiLtli)- 

[JornanJ raised in Now York City 

SfayScsek was a. comic book, honor, and 

science III, Lion tun Iron* tlie beginning, 
"Someill mycarliesl miMiiuriesinvolve 
looking at ancient issues of Man- el 
Comics, lira wing tny own comics, and 
watching old SF : and horrormovies on 
TV'" he says. Slavicsek went lo the High 
Sdiool or Art <k Design in Manhattan, 
w I ie iv 1 ie -.i 1 k 3 i ed ca rtooili ng and adver- 
Msing art. Later he majored in Communi¬ 
cations Arts at hi. John's University 
Aft i.‘ r gradual ing, Slavics&k wnrked ns 
an editor ala vveekh newspaper in 
Queens, New Yoj'k, for about a year. 

Flieii he answered an ad in the.Wrr mri; 

TV.'t'S and became ill! editor at West End 
Games in 1986. During hi.sfiveyiWirs 
with VYl-^L End, SLiyicsck worked on a 
'.vide variety uf games, E le was on the 
editruktl team hHnI - worked on Iheorifi¬ 
lial Sfri 1 .'- LV.iT - i 1 -! 11i-1 ■ .■ i r i//1 ry Q m & r n i ]eI■<c x'i -:, 
and |v L ':>designed Ti vywith well- 
known game designer Greg Gorden. 

"The summer that the first Sfrrr War? 
movie came out/' reports SLivicsek, " I 
saw it thirty-eight times!When dead¬ 
line difficulties arose for West End's Skjy 
i’Y'iji;-; Sa^irti'lniL^SIa^'Le^ekjucnpLxJ in to 
help a n d ended u p wri L i ng most o I the 
book. '■ Alien names J invented for that 
book con be seen on action i igures from 
the original trilogy nL movies today," lie 
says with o note of pride- "'Twi'lek, the 
mime nf l he species tha t Bib Fortuna 
hel ringed to; IthorLiri, the namje.ofthe 
3 lammoriiead species; and a. lot of the 
aliens tmin the Mos Eislev Cantina were 
named by me and Grant Boucher in 
Gj/fl.ry Guide i; .4 New Ho^i?/' 

Stovicsek left West End Gaines in 1991 
LO pu l ie I'reel a i ice < ippnrtLmil ics. 


including writing A Guide lo the Stay 
War* Universe f a definitive reference nf 
Si nr Wiirj movies, books, end gang's hi a I 
was published by Del Key in 1994. 

In 149ri, Slavic^ek lixik a designer/ 
editor posiLion with TSR r wh;■ u■ In■ 
designed the Ai ri^NhY'ganie w-ith Rich 
Baker. SiiW-icsek's other crL\UU forTSR 
include the Rew ised Hakk Gujij^jj^r 
Setting and Tlnr Nt^xtlttiatv \tiod-i fnr tI il 
kAYJiMLCHl* setting- 
"'SomvLhl my personal bests include 
tle pair of Pi a\iy j am adven h \res J 
wrote —Tkr Drvn 5; writ and Harbiu^r 
/saysSiavicsek. -, Pi .\\\ ^w\ j t 
bnxigln out the best in the people who 
worked on U. Ytu a I so CKtremely p roud 
vf the Alteeintty game system. I worked 
■c- ifli a great team that featured my co 
designer Kick Kaker^ediLo-r Kim Mohan, 
Da^-id Eckel berry,. Isin Butler, and the 
great visual contributions of tk fuist." 

By ihiv ui-id of 199?, hv was the Pinvlor 
of the TSR Product Group fnr Wizards nt 
the Coast,a job Liuit has since been 
divided in lwo„ making bliivicsvk thu 
DirLS'borof RolitplayingGanfie design, 
when?- he oversees the entire staff of ETC 
designers and editors, rj Part of my job is 
tc !■ he I] 11 (:i itsn? i e to im pro ve the q( i a li tv 
of imr ]irod s.ll’l.s. ind ;idvartce the st.iti>of 
design. [ hiive the most talented team in 
the industry; and I'm very proud of the 
^^ r ork we're pu King out and excited 
about upcoming titles, too!" 

t hose upcoming LiLtcs include Lhe 
adYcnlure Murder it.' DriveSpace for llae 
AL'L bid’ll J Y game's S i AH* D iov L-: sett i ng. 
Another upcoming project i? an updated 
vosion oiA Guide lo ike Sj'cj- Wars Uni 
c that ineEudes atl Elio novels,gsmeSr 
and comics Eh.d appeal red since die last 
Guide {although it does not contain 
material mini Epiwfc Oj n ■: 77 jc Ptorte?rr 
A'fcj nice). IJ ie tit xi k is d ul- in 2()l XL 

hJavicsek is currently working on vari¬ 
ous "acquisition products," "Theseare 
games designed to gel new people into 
the RFC hobby/' he explains. "Our cur- 
ren t s Lra tegy si a i ts with I risl -Play i i n m ls 
tliat lead to a boxed set, wluch in turn 
leads to the core product 
T think the Dunk^kons Dkai 
A dventure Came is 4i great p hco. k^r new 
players to t^gin, and thr< stutf I've? been 
helping to develop since then is even 
better- Just wait until you see it." 








TS' H - Durig«uii|S Brmjfc i: i: T$a gnu Al?&0 lagasvc- regiEsarec trade-nits o?TG=i !nr. TSfc, t. «e ■ -ant:; i.viard: msr* ccje;, liic.^rfiffiV-inii-.-: r- -nc ft hi 



keraptiscaiied. 

HE LEFE THIS MESSAGE: 

BEST OF LUCK on your 


mwoRmi 


The Dungeons & Dragons' adventure gamt! 
engendered a new chapter in gaining. 

Twenty-five years later. fSR is celebrating, its 
Silver Anniversary with Ihe re-release of the 
finest roleplaying products ever oroducod. 



Ifs all coming back to you. 


Return to 

'•.WHITE PLUME MOUNTAIN. 


Thi: reafhor of ash and Sfrioke again from 
VVh'Eo -lump Mountain. You must jca^embla 
your party and vanquish each newly risen 
false Kcrapfs and reclaim I he m:ghfy weapons: 
Whdin. Wave, rtosl razor, and Blnckjwor. 


A renegade ranger and his companions 
inus' infillrale liie volcanic sifongbold of 
the vila wizard Kerapfis to recover pow¬ 
erful magical weapons Join this bravo 
parly in the nveting navel based on 
"While Plume Maun lain." 


Questions? Call (SQO) 324-f>49b. or visit our website a I *www,t$r + corm 







Boto c'sG-C‘ mT * erce 


°' 




We’ve created a website 


that offers role players a world of information. Take part in live 
chats or post to bulletin hoards. You can even participate in online gaming or read consumer reviews on upcoming releases. 

the new frontier, 


It's a world built entirely for you, designed from your feedback. Conq 


Slav awliilG 
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